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In Condemned: Criminal Origins you assumed the role of Ethan Thomas, 
investigator for the Serial Crimes Unit and hunter of a serial killer known 
only as SKX. 


Condemned 2: Bloodshot reprises your role as Ethan Thomas, but a lot 
has changed. Your descent into alcoholism (and possibly madness) has cost 
you your job; no longer an investigator, you’ve been reduced to life on the 
streets. But that doesn’t mean the story is over. The bizarre malaise that 
gripped the city in Condemned: Criminal Origins is still in full effect—and. 
it’s starting to look like SKX, who you thought was dead, has somehow made 
a grisly comeback. Events are unfolding rapidly, and the Serial Crimes Unit 
wants you back. The bottom line: You’re getting sucked back into the action 
whether you like it or not. 


With the odds stacked so completely against you, a little help might not 
be a bad thing. That’s where this guide comes in handy; it explains the inner 
workings of Condemned &: Bloodshot, clueing you in on the weapons, tactics, 
strategies, and techniques you’ll need to survive the grim adventures that lie 
ahead of you. 


The first four chapters of this book provide general help for the single- 
player game. If you have questions about game modes, weapon stats, combat 
strategies, or other general topics, these chapters will set you straight. 


The next six chapters walk you through each single-player mission, 
showing you how to win every battle, succeed in every investigator sequence, 
and complete every optional objective. 


Finally, the last chapter reveals powerful strategies for success in 
Condemned 2: Bloodshot’s all-new multiplayer mode. 


You can read this book straight through (for maximum help), or simply 
refer to individual chapters on an as-needed basis. Regardless of how you 
use it, you’ll find a wealth of valuable information in these pages. So read 
carefully, learn as much as you can, and prepare for the worst. Once you hit 
Condemned 2: Bloodshot’s mean streets, you’ll be glad that you did. 
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While the original Condemned: Criminal Origins was 
a purely single-player experience, you now have 
three modes to choose from: single-player, multi- 
player, and Bloodshot Fight Club. 


There are ‘three primary game modes iin Condemned 2: Bloodshot land fortunately for you, 
the control scheme ‘is essentially the same for all three). Let's 


the game modes and ‘the controls. 


Single-Player 


The single- 
player game 
is still the 
heart of Con- 
demned. In 

_ this mode you 
assume con- 

= trol of Ethan 
Thomas, former 
investigator 
for the city’s Serial Crimes Unit. Reeling from the 


i | bizarre events that took place in Condemned: Crimi- 


nal Origins (see “The Story So Far”), you quit your 
job and started a downward spiral—and as a result 
you’re now a homeless alcoholic. As the game starts, 
however, you find that it’s not so easy to escape 
your past life. The city is in crisis and your old unit 
has come calling, and it’s once again time to start 
unraveling the mystery of what, exactly, is going on 
around you. 


Much of this book is devoted to helping you beat 
the single-player game. However, a lot of general com- 
bat strategy, plus a lot of specific info on weapons and 
attack styles, applies equally to single-player, multi- 
player, and Bloodshot Fight Club games. 


Multiplayer 


Condemned &: Bloodshot features a robust multi- 
player mode that lets you take on both local friends 
and online opponents. It’s different from traditional 
multiplayer games in several ways; most importantly, 


| trols are very similar to those of single-player, 


_ between single-player and multiplayer combat are 


| Bloodshot 
| Frent Club 


| Bloodshot Fight Club 
_ is a set of specific 


| each with unique =| 
| rules. You selecta ieee 

| challenge, play it, and try to accomplish the stated 
goals as quickly and efficiently as you can. 


take a quick look at both 


it has the same 
focus on gritty 
melee combat as 
the single-player 
game. As a 
result, the expe- 
rience is more 
accurately called 
a “first-person 
beater” than a “first-person shooter.” 


Multiplayer features four primary game modes: 
deathmatch, team deathmatch, bum rush, and crime 
scene. All four modes, along with their rules and 
strategies, are detailed in the “Multiplayer Tips & 
Techniques” chapter. 


NOTE 


The Instant Action option from the main menu sis 
not a separate game mode. This function looks for 
multiplayer games online and places you ‘in whicheve' 
game caf be started fastest. 


While multiplayer combat techniques and con- 
there are significant differences. All differences 


thoroughly explained in the “Multiplayer Tips & 
Techniques” chapter. 


combat challenges, | 
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The Story So Far 

In Condemned: Criminal Origins you took the role of Ethan 
Thomas, investigator for the SCU (Serial Crimes Unit, a 
special police division devoted to tracking serial killers). 


The game started with your investigation of a murder. 
As time went on and more murders followed, the case 
took ona strange twist: The victims were themselves serial 
killers; you were in fact hunting a kind of meta-—serial 
killer, aman who hunted and killed other murderers. This 
man was dubbed Serial Killer X (or SKX for short). 


The case was also strange because SKX took a 
personal interest in you; he clearly knew more about you 
than you did about him. Worse yet, hallucinations and 
visual oddities began to afflict you, and suggested that 
you were slowly slipping into madness. 


Meanwhile, as you tried to solve the case and pre- 
serve your sanity, the city itself had gone mad. Strange 
devices (later termed “sonic emitters”) were popping 
up all around the city—and wherever they appeared, 
the population became enraged. The Influenced (as the 
crazed citizens were called) often started out as the 
dregs of society: bums, drug addicts, and petty crimi- 
nals. But the emitters transformed them from minor 
threats into homicidal maniacs, making every step of 
your journey extremely dangerous. 
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There are three reasons to play this mode. The 
first is to hone your combat skills in an all-combat, 
all-the-time environment. The second is to get in some 
| quick gameplay when you don’t have time to Cor don’t 
| want to) play single-player or multiplayer. The third 
is to indirectly compete with other players; do this by 
comparing your best score against the scores of your 
friends, or those of the online community. 


NOTE 


Some scenalios are unlocked only upon completion 
of specific single-player missions. 


Here are the six scenarios: 


Practice Arena (Unlocked by Default): 


This challenge is 
available right 

_ from the get-go, 
_ and it’s quite 
customizable. 

{ Build your own 
personal train- 

_ ing session by 

I specifying the 


= 
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As the investigation progressed, you were aided by _ 
Malcolm Vanhorn, a shadowy figure who appeared from 
nowhere and assisted you for unknown reasons. 


As the climax of Condemned: Criminal Origins neared, 
you narrowly escaped SKX’s clutches and defeated a 
series of bizarre creatures called “Watchers.” These 
humanoid creatures fought with bizarre weapons, and 
their bodies were imbued with strange metal implants. 
Were they surgically altered humans? Aliens? Creatures 
from a nightmare? It was unclear. But in the end you 
defeated a leader figure, a creature known only as the 
Dark Primary. 


Later, you learned that Malcolm Vanhorn was actu- 
ally SKX’s uncle. Vanhorn didn't plan to incarcerate or 
kill SKX; instead, he wanted to capture and somehow 
rehabilitate the twisted young man. When you learned 
this, you intervened and dealt with SKX in the most 
direct manner imaginable: with a point-blank pistolshot | 
to the face. | é 


The game ended on a grim, contemplative note. You 
had found and slain SKX, but the larger mystery of the 
Watchers and the sonic emitters remained. And many 
hints suggested that you, yourself, were more involvedin | 
these mysteries than you knew. f 


This ambiguity, plus your (apparently) growing mad- 
ness, drove you to drink. This eventually led to your pres- 
ent state: a homeless alcoholic lying in a nameless alley. | 
It’s here that Condemned 2: Bloodshot takes up the story. | | 


type of enemies you'll fight, the number of enemies 
that appear simultaneously, the available weapons, 
and even what sort of extra stuff will be lying around 
(like alcohol bottles and Molotov cocktails). 


When you’ve picked all the details, get ready to 
fight a steady stream of enemies that pour into the | 
alley. Hold out as long as you can! 


Riot Control (Unlocked after Mission 2): | 


This is a fun one. You start out on a ledge overlooking 
a riot in progress: It’s cops against speedballers! 


You’ll find a wide assortment of stuff to chuck down 
into the fracas: pool balls, bricks, Molotov cocktails— 


and there’s even a gun, which you can use to score a 
few very quick kills. 


Keep shooting and throwing until the last speed- 
baller is down. The faster the cops win, the better 
your score. 


Smoke ’Em (Unlocked after Mission 3): 


Kill three 
4 masked 
rioters as 
quickly as 
possible. 
4 That’s all: 
The scenario 
is done once 
you’ve killed 
i | these three 
guys. Faster 
speed equals greater score. 


This is a very quick scenario, but it’s useful 
because it offers experience in fighting multiple 
opponents at once. Look to grab and throw nearby 
weapons to speed up the killing. 


Streets of Rage (Unlocked after Mission 6): 


This scenario 
asks you to 
fight alongside 
(and protect) 
several allies. 
You start in 
the midst of 
a bunch of 
graffiti-covered 
containers; 
shortly after 
you arrive, a thief (wearing ancient armor and wield- 
ing a medieval weapon—the reason for this strange 
à | gear will be evident after Mission 6) and a security 
guard appear. Your goal is to keep the security guard 
(and yourself) alive while killing as many thieves 
and vandals as possible. (Security guards appear one 
= | at a time; if one falls, another appears to take his 
place.) 


The game is over when you’re killed or when five 
| security guards are killed. 


Help the cops defeat the speedballers by throwing 
items at the speedballers. (You can’t drop down from 
4 your ledge, so you’ll have to Participate from up here.) 


Those medieval weapons are tough. Once the first 
thief has dropped his weapon. be sure to grab iit. 
It's also a good ‘idea to get on one side of a 
thief and Jet the security guard take 'the other 
side. That way you can both strike the target. 
Finally—those guards are fragile. so whenever a 
thief targets a guard, try (to ‘interrupt him with a 
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Your task is to kill as many thugs as possible in five 
minutes. When time expires, your kill count is your 
final score. 


This challenge takes place in a makeshift arena 
made from chain-link fence and barbed wire. It’s not 
perfectly square; look around and you’ll find various 
nooks and crannies where you can get a wall at your 
back. But do stay alert, even when you’re in a good 
spot: Enemies can appear from a few different places. 


FIP 


Look for pieces of rebar sticking out of the fence. 
some of ‘them above eye level. Grab them and throw 
them at your enemies to score quick ‘takedowns. 


Deadly Day Care (Unlocked after Mission 4): 


Destroy 100 “blow-up dolls” (creepy automatons from 
Mission 4 of the single-player game) as quickly as 
possible. 
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The dolls’ attack method is to approach you, fall 
down, and initiate a short self-destruct timer. You’d 
best be far away once the timer goes off. 


Instead of just letting a doll do its thing, you’re 
better off kicking the doll down, thus temporarily 
disarming it, and then kicking it again to destroy it 
harmlessly. Or, look to throw various objects—like 
bricks from a pile—to score easy long-range kills. 


FIP 
© Watch out for the occasional rabid dog; they 
- periodically appear just to make your tife a little 


more challenging. Thrown objects are the best way 
to deal with these mutts. 
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The controls are essentially the same throughout 

all three game modes (single-player, multiplayer, 

and Bloodshot Fight Club). However, there are a few 
minor differences, which are noted here. 


Check out the tables to learn the controls for your 


Default Controls 


These are the controls you'll be using most of the 
time in Condemned 2: Bloodshot. 


DEFAULT CONTROLS 


Move 
Look Around 


Left Attack/Aim 
Gun/Incapacitate 


Right Attack/Fire 
Gun/Snap Neck 


Block/Parry 
Sprint 

Throw Weapon 
Kick 


Hook Attack 


Action 
Flashlight 


Check Ammo/ 
Health/Stun Gun 


Forensic Tools 


Start Chain Attack 


Grab Defeated 
Enemy 


Fire Stun Gun 
Access Holster 
Display Mission 
Objectives — 


Pause Menu 


i4 
: a 


: Left analog stick 
£ Right analog stick 


: 


: +0 

: 

: 

£ Click right analog 
i stick 

: Click left analog 

: stick, then tap 
: Or 

is 

:@ 

: 

: Hold m, then 


: press left analog 
: stick in a direction 


: Double-tap 
: or (R3) 


: 2+] 


¢ 


platform. Then look at the notes below each table for 
further explanation of what each control does. 


: Left analog stick 
: Right analog stick 
: 


: D00 
: © 
: @ 


: Click right analog 
: stick 


: Click left analog 
: stick, then tap 
: or @D 


0 

:O 

:@ 

: Hold @, then 

: press left analog 

: stick in a direction 


: Double-tap @D 
: or @D 


: D+® 
6 

9 

: © 


: 


=. | 
a 
3 
i | 
| 
3 
a 
3 
3 
a 
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Some of the listed controls require a bit of clarifi- 
cation. Here’s the lowdown on how the controls work: 
° Tap either attack button to punch (or swing a melee 

weapon). The left attack button throws a left-handed 

punch or backhand swing, while the right attack 
button throws a right punch or forehand swing. 


° If you have a gun, hold down the left attack button 
to aim it precisely (you’ll use the scope if the gun 
has one). Tap the right attack button to fire the gun. 


° Alcohol can be used to steady your aim. 


e You can sprint only for a short while, and then you 
need to wait a bit while your stamina regenerates. 


e Block incoming attacks by holding down both attack 
buttons. If you execute your block just as the 
attack lands, you perform a parry and temporarily 
stagger the enemy. You can only hold a block for 
so long before your stamina drains; then you must 
wait a moment before blocking again. 


e Kicks are available only in single-player and Blood- 
shot Fight Club game modes—not multiplayer. 
Kicks deal average damage and briefly stagger the 
enemy. Eventually, you will also use kicks in some 
upgradeable combos. 


e Pressing the hook attack button by itself does 
nothing. You need to press that button, then 
quickly tap either the left or right attack button. 
This results in a “hook” attack which is used to set 
up combo attacks (more on combos in the “Single- 
Player Combat” chapter). 


e The action button allows you to pick up objects, 
open doors, and perform other tasks. An onscreen 
indicator tells you when you can do something with 
this button. 


° The flashlight can be left on at all times if you like, 
though it does give your position away. Turn it off 
if you’re trying to be stealthy. 


e Forensic tools are accessed by holding down the 
appropriate button, then pressing a direction 
on the left analog stick. There are four tools; an 


— arse ee cent 


onscreen prompt shows you what direction 
to press for each tool. 


e Chain attacks can only be performed when your 
chain attack meter is full. Refer to the “Single- 
Player Combat” chapter for more on chain attacks. 


e Grabbing enemies only works when they’re in a 
“defeated” state (on their knees) or if you’ve man- 
aged to sneak up on them from behind. Once you’ve 
grabbed an enemy, you can then tap the left attack 
button to perform a nonlethal “sleeper hold” or tap 
the right attack button to snap the bad guy’s neck. 


° The stun gun and holster are not with you at the 
start of the single-player game (and you don’t 
get them at all in multiplayer). We discuss these 
upgrades in the walkthrough chapters, at the point 
where you receive each upgrade. 


Evidence Mede Controls 


When you walk 
into certain 
areas in the 
single-player 
game, you get 
the opportu- 
nity to enter 
evidence mode. 
(Sometimes 

we refer to 
this mode as a 
“forensic sequence” or “investigator mode.”) When in 
evidence mode, you use a different set of controls. 


OREN ON 


Submit Evidence 


e Zoom in on a piece of evidence by pressing and 
holding down the zoom button. Zoom back out by 
letting go of the button. 
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e Once you’re zoomed in on something relevant, you 
can cycle through the list of evidence choices by 
pressing up or down on the digital pad. When 
you’ve highlighted what you want, select or swap it 
by pressing a selection button. 


r 


Interact Mode 


Pan Acr. ft 
e If you’re dealing with multiple screens of evidence, oe stick 3 


you can cycle through tabs to revisit (and possibly Zoom In/Out : Right analog: Right analog 


: stick i stick 


change) evidence selections you made on earlier or a Aa 

later screens. Cycle Up Through Floors :@D f 
e When you’ve got all your evidence just the way you Cycle Down Through Floors : (C4) : 

want it, press the appropriate button to submit Place Waypoints + O 

een Put Away GPS | (B) Í 


This short description isn’t enough to fully explain 
evidence mode. A full description of the forensic/ 
evidence process is found in the “Investigation & Gen- e Interact mode brings the GPS device up to your 
face. This gives you a better view of the screen. 
(You need to be in this mode if you plan to interact 


with the display.) Tap the button again to put the 


GPS Controls GPS back down at arm’s length. 

° While interacting with the GPS, move the left 
analog stick to pan the display, thus shifting your 
view of the map. 

e Press the right analog stick up or down to zoom 
in or out. | 


eral Strategy” chapter. 


e If you’re in a multilevel structure you can tap 
buttons to switch which floor you’re looking at. 

e After Mission 6 you get the ability to place way- | 
points. These waypoints are visual markers that 
let you tag important spots on the map for later 
reference. 


You carry several tools in the single-player game. The 
most complicated is a GPS, which you can use as a 
handy in-mission map. 

Get out the GPS by pressing and holding the foren- 
sic tools button, then pressing down on the left analog | 
stick. Then, use these controls to manage the GPS: 


Condemned 2: Bloodshot'is a game of scavenged and ‘improvised Weapons. Instead of receiving 
a Solid multipurpose weapon fight from ‘the start. you're likely to start with empty hands. 


These questions come up ‘time and again. 


This chapter gives detailed stats for both ranged 
and melee weapons. By reviewing this data, you can 


figure out which weapons work best for you. This will | 


make your decisions a lot easier. 


Melee Wearens 


_ Melee weap- 
_ ons come in 
_ all shapes and 
sizes, and are 
often scavenged 
Cor ripped) 
straight from 
your surroundings. If you’re in an office, you might 
find a paper cutter. If you’re in a construction zone, 
look for rebar. Just about every environment is rich 
with possible weapons. 


4 


Furthermore. once you do find a good weapon. you can't use ‘it for Jong. Ammo ‘is scarce. so 
guns won't Jast. And melee wedpors—even ithe most durable ones—everttually break. Because of 
this. each mission requires you 'to constantly evaluate weapons. Are you happy with ‘the weapon 
you've gat? Is ‘there anything nearby that's better? How Jong will your current weapon last? 


__also damage your weapon, just as striking does 


NOTE 
: Thrown melee weapons briefly stun the enemy—but 
4 only ‘if you hit the head. A thrown weapon that hits 
| any other body part deals damage and causes the : 
| enemy to halt for a moment—but that’s not the same | 


l as the true stunning effect you get when you score 
E a head hit. 

The difference becomes clear when you do a 

| follow-up attack. A truly stunned enemy will be i 
T Knocked down by a follow-up sprint attack. whereas a N 
| non-stumed enemy won't fall. 


Master Melee Weapon List 


Here’s a list of melee weapons you'll encounter 
throughout the game. These weapons are listed in 
alphabetical order. 


Understanding-the Melee 

Weapons Tables 

This legend explains the columns in the Melee Weapons tables: 
Name: Weapon name. 


Melee Damage: Damage dealt by a basic strike. For compari- 
son, a punch deals about 10 damage points (without factoring 
in things like combo bonuses). 


Thrown Damage: Damage dealt by throwing the weapon at 
someone. 


Speed: Relative time it takes to swing the weapon; 8 is fastest, 
while 1 is slowest. 


Reach: Relative reach of the weapon; 5 is longest, while 1 is 
shortest. 


Condition: Roughly the number of times the weapon can be 
used without breaking. But note that parrying and blocking 
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2x4 (Bolts) : 10 Handrail 


Liquor Bottle 


Meat Hook 


4 : 6 

Baton : 30 - 8 8 We Bo n í 
Battle Axe S ee nn nona Molorcv Coati 0 r Ss ol od 
Beaker Stand :20 :10 32 :5 Paper Cutter : 45 : 45 : 2 ; 4 : 15 
Bedpost : 40 : 30 ; 4 ; 3 ; 15 Pipe 25 25 4 ; 3 15 Í 
penmg aal A . Pipe Lever Bao 4 
Bowing n we ih e EL Pool Ball z0 w e a o 
i ae Prosthetic Arm asaan n 
Brick DO OO Rebar (Bent) Ce ae ae Í 
ee : 2 o = : ! 7 : ne Rebar (Straight) : 25 ; 15 : 4 : 3 : 20 
Champagne Bottle DO o DO EN oi i ionic “ i : : : 
cee : = l x 3 i i x Rip Hammer : 45 ; 35 : 6 : 2 : 25 
otar ; vii ; ae ; as i Ä : 56 Short Sword : 55 : 50 : 4 ; 3 20 i 
ae soan g l Shovel = = ie k Ea 
Deer Antler fae ae A a 0 Ku 2 
Desktop : 40 : 30 i2 3 45 Sledgehammer os = : 1 th ie Í 
Drive Shaft sona a a a ae Zane LC 
Electric Conduit a ao ona 612 tained Aba eco mnt nes a 
Fire Poker : 35 : 25 : 3 : 4 20 Taxidermy Knife : 35 : 25 : 2 : 3 : 20 ; 
Fists (for comparison) ; 10 : — : 9 : 1 — RUN : i : Asi : ns : 7 te 
Flashlight 257 i15 ren i2 i10 Loo S 
Foosball Rod [ee n Tae Sill i nbn as OE 
Frying Pan : 50 : 40 : 3 : 2 18 D E : a0 : “6 : 3 : 4 = | 

a 7 : : 4 : 3 Wooden ae -o : 40 : 30 : 2 : 4 : 15 

l Golf Club ck we Le 20 

| Gumball Machine *plus 10/sec for variable seconds | 

| 

| A few things become clear when looking at | e A few weapons break the rule and actually deal 

| this table: | more damage when thrown. The brick is a clas- 

| | e Most weapons deal Jess damage when thrown | sic example. It makes a subpar melee weapon but | 


than when swung. So why bother to throw them? worka groat ag a Pome: 


First, because it lets you attack from long range. 
Second, because a thrown weapon staggers the 
opponent briefly, opening the door to a free fol- enhanced reach and the ability to throw the 
low-up strike. And third, because a head hit stuns weapon. If you collect one of these, we recommend 
the enemy, leaving your foe vulnerable to the rag- | throwing it at the enemy. 

ing bull technique described in the “Single-Player 
Combat” chapter. 


e The 2x4 class of weapons is pretty mediocre; the 
only real advantages they offer over fists are | 


$ 


i 
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e Most weapons break after heavy use, but a few 
are so fragile that they break almost immediately. 
(Liquor bottles come to mind.) When you grab this 


sort of weapon, we recommend throwing it rather 
than swinging it. 


NOTE 


Damage numbers are correct for the si gle-player 
game. In multiplayer games. melee and thrown 
damage numbers are similar to what you see here. 
but melee damage ‘is toned down a bit and thrown 
damage is enhanced. The extra thrown damage helps 
compensate for the fact that enemies aren't stag— 
gered by thrown weapons ‘in multiplayer. 


_ Here are 15 of 


_ the most-damaging 


_ melee weapons 
you'll find in 
_ the game. 


Bowling Ball 
Sledgehammer 
Axe 

4 Battle Axe 
Broadsword 
Short Sword 
Shovel 

a Bowling Pin 
Cleaver 
Drive Shaft © 

4 Frying Pan 
Gumball Machine 


Stanchion 


4 War Hammer 


As the tables show, the bowling ball is the surprise 
of the bunch, dealing extraordinary damage (though 
its speed and reach are poor). If you can get your 
hands on one of these, do so. Then throw it to inflict 
severe damage. 


_ the best for throwing, but the champ of the bunch is, 


| As you can see, fast weapons tend to have poor to 
_ modest reach and deal poor to modest damage. There 
| are exceptions, of course; the cleaver, which we — 


The medieval weapons mostly encountered 
in Mission 6 of the single-player game) are, unsur- 
prisingly, all great damage-dealers. The battle axe is 


in our opinion, the short sword. It pairs bone-crushing 
damage with good reach and—most remarkably— 
pretty good speed. That’s a rare combination. 


The other heavy weapons tend to be quite slow 
and clumsy, with the glaring exception of the cleaver, 
which allows you to strike with exceptional speed and 
power. Take the cleaver whenever it’s available. 


Aside from outliers like the bowling ball and 
cleaver, your interest in these weapons will be decided 
by how good you are with slow weapons. If you can 
adapt to their sluggish swing speed, you’ll deal great 
damage with every strike. 


Fastest Melee Weapons 


Here’s the short list of melee weapons with a speed 
rating of 6 or better: 


MELEE WEAPONS 
-BY SPEED 


Fists (for comparison) ; 10 A vk aa 1 = 
Liquor Bottle 0 0 8 l 2 
Molotov Cocktail : 20 : 20" : 8 : T2 
Pool Ball arra : 
Skull Eoee 1 ? 
Brick no? i 
Champagne Bottle : 20 : 20 : 7 : 2 : 5 
Cleaver an: [1 140 
Tire Iron : 25 : 15 : 7 2 : 25 
2x4 (Bolts) mo 6 3 7 
2x4 (Burned) :10 $10 6 2 o 
2x4 (Nails) G Bs n 
AC Support soob Fe 
Baton 30 20 (6 3 5 
Flashlight Z B ena cag 
Maok ë ëo B e ae 
Rip Hammar :45 £35 6 2 


*plus 10/sec for variable seconds 
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discussed earlier, is unique in its blend of speed and 
power. The rip hammer and meat hook are also dam- 
age standouts with exceptional speed. 


Many of these high-speed weapons are also quite 
fragile; some will break after just one or two strikes. 
The cleaver, baton, rip hammer, tire iron, and meat 
hook are exceptions that break the mold. 


Keep your eyes peeled for the weapons we just 
mentioned, as they all offer something out of the 
ordinary. 


Weareng with Best Reach 


A very select 
few melee 
weapons possess 
' a reach rating 
of 4 or 5. Here 
they are: 


WEAPONS. WITH 
BEST REACH 


Broadsword : : an eee 
cur fg fas (2 be Lie 
Golf Club aoo: s s 
Gumball Machine iso $40 8 E 
= i55: AB iT AA nt BO 
Battle Axe : 55 : 60 i [ ia 17 
Brace : 40 a 30 3 i4 125 
Crowbar 45 i35 : z oye poe 
Drive Shaft 50 :40 :2 34 
Fire Poker — : 35 : iz 14) 

: m 


Handrail 138: 
Metal Bat 40 
Paper Cutter 

Pipe Lever 

Shovel 
Sledgehammer = 
War Hammer . 
Wooden Bat 
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This table illustrates that weapons with great reach f 


tend to have rotten speed. That makes sense; it takes 

a long time to swing a long weapon. If you want both 
speed and reach, look to the war hammer, brace, and 

fire poker—and even then you won’t be swinging a 
very fast. 


Power, on the other hand, tends not to be an issue 
for these long weapons. While there are a few weak f 
examples, such as the crutch, most of the exceptional 
damage-dealers (such as the broadsword, axe, and 
sledgehammer) are also on the “best reach” list. 


Final Thewehnts on 
Melee Weapons 


Most melee ¿ Í 
weapons obey 7 5 
a few simple 
rules. Long, 
heavy weapons 
deal great dam- 
age but suf- 

fer from poor 
speed. Small, AE 
fast weapons 

tend to deal poor damage. We’ve noted the major 
exceptions to these rules, so be on the lookout for i 
those standout weapons (like the short sword, cleaver, 
and rip hammer) and grab them when they appear. 


Other than that, it’s really a matter of figuring out 
your personal style. If you can handle the slow speed 
of the big weapons, you’ll really benefit from their 
power. But if you have a rough time blocking or get- 
ting in attacks with those big, slow weapons, you may 
find yourself drawn to smaller, faster weapons. 


Ultimately, it’s up to you to test the alternatives 
and figure out which ones you like best. 


Guns 


Guns are excep- 
tionally power- 
ful, but ammo is 
always scarce. 

_ This makes 

| every firearm 
you collect a 

: valuable prize. 


The following 
sn : tables give the 
= lowdown on each 
gun, showing you 
which is best in 


mò | each area. 
o — o] The assault rifle and .44 pistol have scopes, which 
NOTE a oF | allow for super-accurate long-range fighting. Press 
; _ and hold the left trigger to use the scope. (Holding 
Head shots with guns result iin Seau che left trigger down with a nonscoped weapon also 
| results in aiming, but you’ll use the gun’s iron sights 


Damage is good to excellent for every gun. Add in the 
ability to inflict damage from range, and the fact that 
head shots are always lethal, and you see why guns 
reign supreme. 


reason. even a relatively wimpy .22 pistol can be 
extraordinahily deadly. It’s simply a question of dim. 3 rather than a scope.) 


Shotgun-style weapons fire several pellets; at long 
range, you're less likely to hit with every pellet and 
_ deal full damage. 


= Unaderstandin g th e Gur Stats Fable | All guns can be used as melee weapons once they 

This legend explains the colums in the Gun Stats table: eer a esi ema ag Ta tesla 
can neither swing nor block with a gun.) However, 
guns make relatively weak melee weapons, so in most 
Shot Damage: Damage dealt by ashot to any body part cases you'll want to throw the empty gun at your 
except the head. In the case of shotguns, damage can be enemy and grab a better melee weapon, rather than 
reduced by range. use the gun as a club. 


Name: Weapon name. | 


L 


i Loo ; | 
Melee Damage: Damage dealt by a basic strike when using the The Oro crossbow is intended for use on very specific 
gun as a melee weapon. (This is only possible when you run 


out of ammo.) For comparison, a punch deals about 10 damage targets that cannot be damaged by any other means. 
points (without factoring in things like combo bonuses). 


Thrown Damage: Damage dealt by throwing the weapon at 
someone. 


Final Thewehts on Gung 


In a sense, it’s 
| silly to compare 
guns. A gun is 
_ almost always 
- better than a 
melee weapon, 
and guns are 
- quite scarce—so 
you'll very 
seldom have to 
choose between two of them. Most of the time, if you 
see a gun, you'll grab it; end of story. However, on 
those rare occasions when you must make decisions, 
our table may be of use to you. 


Speed: Relative time it takes to swing the weapon when using 
itin melee mode; 8 is fastest, while 1 is slowest. 


|: 
| 
| 
Reach: Relative reach of the weapon when using it in melee 
mode; 5 is longest, while 1 is shortest. 


Condition: Roughly the number of times the weapon can be 
used in melee mode without breaking. But note that parrying 
and blocking also damage your weapon, just as striking does. 


GUN STATS 


.22 Pistol 1 5 : 

g ee : The final decision may ultimately be made by 
oe : — : = ammo supply. Head shots are always lethal; there- 
P o l : i : ? fore, if you’re confident in your ability to score head 
9mm Pistol i122 | shots, a gun with more ammo allows you to score 
Assault Rifle :3 :12 | more kills than a gun with less ammo (even if the 
Lever Rifle 3 :10 | lower-ammo gun has a higher stated power). 

Oro Crossbow :4 | 4 ü iii 


NOTE 
For ‘information about Forensic Tools. see the 
‘Investigation & General Strategy” chapter. 


Riot = 
Sawed-Off Shotgun 


a a o u ċ G web 
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Fighting “is ‘the name of tthe game ‘in 
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Condemned 2: Bloodshot; ‘if you can't fight well. you won't 
succeed ‘in any game mode. This chapter's jpurpose ‘is ‘to guide you down ‘the jpath ‘to martial 


excellence. starting with ithe basics and moving along ‘to advanced 'techriiques. You may warft ito 
refer to this chapter more ‘than once. as our tips will make even more sense once you ve spent 


some ‘time ‘in the game. 


But before we go any further, a warning: While 
much of this information applies to both the single- 
player and multiplayer modes of Condemned &: 
Bloodshot, a good chunk of it doesn’t. We’ll do our 
best to point out the stuff that doesn’t, but the ideal 
approach to learning multiplayer combat is as follows: 


1. Read and understand this chapter. 


2. Play the single-player game. This gets you familiar 
with basic controls and general fighting strategy. 


3. Once you’ve completed items 1 and R on this list, 
check out the “Multiplayer Tips & Techniques” 
chapter. It gives a concise summary of which 
single-player moves and strategies won’t work in 
multiplayer. It also provides multiplayer-specific 
moves and strategies that will work. 


Basic Unarmed and 
Melee Cembat 


Before launching into the fancy stuff, you must know 
how to handle a simple street brawl. Once you can 
punch, kick, and maybe block a few attacks, you’re 
ready to take on the first chapter or two of the 
single-player game. 


Simple Strikes 


You have an 
attack button 
for each hand; 
tap either one to 
swing the corre- 
sponding fist. 


In other 
words, the left 
attack button 
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triggers a left punch, and the right button triggers 
a right punch. (Sometimes, we refer to these simple 
punches as “jabs.”) f 


NOTE 
Refer to the “Game Modes & Controts” chapter 
of this book for check out ‘the ‘in-game menus) 


to see the exact button mappings for your 
particular console. 


If you’re 
holding a 
melee weapon, 
the attack 
buttons initi- 
ate weapon 
attacks rather 
than punches. 
Now the left 
attack button 
triggers a backhand swing, and the right attack 
button triggers a forehand swing. 


NOTE 
Guns without ammo are treated as regular melee i | 
weapons. You can swing them and block with them. 3 
just as you would a pipe. electric conduit. or 4 
baseball bat. J | 


You can keep up a steady barrage of attacks by 
repeatedly tapping the attack buttons. However, 
tapping too fast is counterproductive and can actually | 
interfere with your rhythm. Wait for each punch or 
swing to land before initiating the next one. 


It’s up to you whether to keep pressing the same 
attack button or to alternate buttons. As you'll see | 


in the “Combos” section, either method can lead to a 
useful combo. 


If you take damage while you're swinging, your 
attack is interrupted. Usually, a tough opponent won’t 
just stand there and take your abuse, So you can’t 
expect to unload a constant flurry of attacks. Instead, 
strike once, twice, or maybe even three times Gf you 
see an advantage). Then fade back or block an enemy 
strike before continuing your assault. 


Hooks 


In addition to basic strikes, you can perform a 
different swing, which is called a hook. To do this, 
first tap an action modifier button (on Xbox 560, 
click @). Then, quickly press the attack button. 


A hook has slightly less range than a normal 
attack. Hooks deal extra damage in multiplayer 
games, but in single-player games they deal identi- 
cal damage to a standard swing. Therefore, the only 
reason to use hooks in a single-player game (aside 
from the cool visual) is if you need one for a combo. 
(Combos are discussed in detail in the “Combos” 
section of this chapter.) 


“NOTE 


You can throw hooks both with your fists and 
with ah oh ae 


Since hooks take a little time to perform, and 
since they don’t deal extra damage by themselves 
Gn single-player, at least), you don’t want to unload 
them at random. Rather, throw them if the combo 
you're attempting demands a hook. 


3 


Besides punching or swinging a weapon, you can also 
kick. Kicks are only moderately damaging, so they 
should not be the main attacks in your arsenal—but 
they do serve a few extremely useful purposes: 


“NOTE 


q A A ee oe ee) to a lies pach. 


. Toere produce a brief EN E effect. While aay 
don’t actually stun the enemy, the enemy does take 
a short while to recover from them. 


° They have good range, so you can lead with a kick 
before closing to closer range with your fists or a 
short weapon. 


e You can quickly kick to interrupt an opponent’s 
long-range melee attack. 


e Kicking an opponent who’s lying on the ground 
results in a damaging stomp. This is good for finish- 
ing downed opponents. 


e Certain fragile but dangerous opponents can be 
safely killed only with kicks. (We discuss these 
opponents at length in the walkthrough chapters.) 


e Because kicks tend to stagger opponents more than 
simple strikes, they’re a good way of getting a little 
breathing room or buying some time—say, when 
you want to brush back the opponent and run to a 
better location. 


The main thing is to not forget about kicks; it’s 
easy to do, since punches and weapon swings are the 
majority of your fighting repertoire. But remembering 
the kick allows you to be a more versatile and effec- 
tive fighter. 


NOTE 


Kicks are not present ‘in multiplayer Condemned 2: 


Bloodshot. {f you've gotten accustomed ‘to using 
them ‘in single-player. youl] have to retrain your— 


self to do without them ‘in multiplayer games! 


Serimt Attacks 


Hold down the sprint button to move around quickly. 
You have a limited pool of stamina, which quickly 
regenerates whenever you aren’t running. 
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To perform a sprint attack, simply press either 
attack button while sprinting. You’ll throw a running 
attack at whoever’s in your way. Here are some char- 
acteristics of sprint attacks: 


¢ In single-player games, they deal damage identical 
to a standard strike.However, they deal additional 
damage in multiplayer games. 


e Your weapon is taken into consideration (so if 
you're carrying a sledgehammer, you’ll deal more 
damage than if you’re unarmed). 


e They’re great for attacking unaware opponents or 
for closing the distance on an opponent and dealing 
damage as a bonus. 


Sprint attacks are useful for closing the gap and 
attacking before your enemy has a chance to react. 
There are two basic strategies for employing sprint 
attacks. The first is just to use them whenever you 
find yourself a good distance from the opponent. For 
example, you can use a sprint attack to start most 
fights, as the opponent is usually some distance off to 
start with. 


Then, if for some reason you get a lot of separa- 
tion during the main fight, you can close the gap with 
another sprint attack. 


NOTE 


- Sprint attacks can ‘initiate unique combos. These are | 
covered ‘in the “Combos” sections ‘in this chapter and 4 
the “Multiplayer Tips & Techniques” chapter. 


The other strategy is to take a very mobile 
approach to fighting. With this approach, you hit and 
run instead of standing toe-to-toe with the opponent. 
Take a whack and run away! This technique allows 
you to get in lots of sprint attacks. 


, PRIMA Official 


FIP 


If you use this strategy. you could enhance ‘it with 
‘thrown weapons {see the "Thrown Weapons section). 


Ground Attacks 


When the 
opponent is 
on the ground, 
run in and 
quickly attack. 
If the enemy 
is fully down 
(as in, lying 
prone), you 
will score an 
instant kill. 
On the other hand, if the enemy is in the process of 
getting back up, you'll deal good damage and prob- f 
ably knock your foe back down again. This sets up 

more attacks. 


Either attack button works for ground attacks; f 
kicking a downed opponent also works. 


NOTE 
Whereas single-player enemies sometimes fall and 


then get back up agdin. multiplayer opponents never 
fall down temporarily. A multiplayer opponent who 


falls all the way to the ground and remains there ‘is 
dead. (Eneniies who collapse only to their knees are 
still alive—but you can finish them off with just 
one more attack.) 


Thrown Weapons 


Any weapon can be thrown. This deprives you of your 
weapon, but allows you to score a distance hit even 

if you lack a gun. Most importantly, you can stun the 
opponent if you score a head shot. 


Each weapon is unique; this is true whether you’re 
swinging the weapon or hurling it at the enemy. You'll 
need some practice throwing a particular weapon 
before you truly understand how to use it. Some | 
weapons fly farther than others, and some do more 
thrown damage than others. 


‘TIP 


= The “Weapons & Equipment” chapter takes an | oe : 
in-depth Took at every weapon ‘in the game. Check l ontinue to hold down both buttons, 


: ; an ll i i i ; 
it for thrown weapon damage—but remember. only i ET p o n EN nE E N e an 
practice will give you a feel for how far and fast enue is pois rah eee shai is amina, at 

= | a thrown weapon travels. i 7 ay drops 


NOTE 
A an weapons don’t a ma periectiy | Blocking drains stamina (Gust as sprinting does), so 
straight path. They start out with a flat trajectory, = you can only hold a block for so long. Once your 
but after traveling a short distance they drop hard. | stamina ‘is gone. you have to wait a second before 
If you’re throwing at a distant target, compensate by | : ; : 


ee i ou ca k again. 
aiming above it. In some cases you’ll be aiming at a 7 : Plog > ae 
m | i i j | Tt takes a few seconds before your stamina 
point well above the target’s head! Only experience | fully regenerates. divir fanina erel 
will tell you how high to am. | ully regenerates. giving you maximum energy for 


sprinting or blocking. 
Thrown weapons are useful for the following 
reasons: 


° Some of them deal good damage. A brick, for | Pa cri es 
example, deals more damage when thrown than | 
when swung. 


° A head strike can stun the enemy, giving you a 
chance for a knockdown and then an easy kill. 


CECCI 


¢ If you throw from long range, it’s essentially a | 
A “free” attack. | 
e If you throw from short range, you are almost | 

guaranteed a hit. | 


e If there are lots of weapons in the area, you can 


simply pick up another to replace the one you 
threw. 


e You can trip a running enemy with a weapon 
aimed at the legs, giving you a free attack at a 
prone foe. If you time your block well and get your defenses up 

‘Ha PARERA AA A CO cum, | Just as the attack hits, you execute a parry. A parry 

TIP Ce ee | not only prevents damage to you, but also briefly 
y | staggers your opponent. Now counterattack your 

Note ‘that ‘it ‘is possible to block ‘thrown weapons. | | temporarily defenseless enemy. 

Since your enemies often throw their weapons. E | , 

always be on the lookout for ‘them; be prepared 1 TIP 

to dodge of block. uE 


Repeatedly tapping the block buttons drains stamina 
| faster than simply holding them down. Therefore. on 
BI ock $ =E you have a block up. you have a decision to make. 

= | i | The safest route ‘is to just hold the buttons 
down until you block a strike or two. Since hold— 
‘ing a block drdins stamina slowly. you can keep your 
buttons simul- defenses up awhile this way. 


oie i The riskier techriique ‘is to drop your block and re— § 
raise your a , : Po a an aa j 


guard and 
fend off an 
enemy strike. 
A blocked strike deals almost no damage. 


Hold down 
both attack 


You can get away with this a few times ‘in a row. but 
remember that youll drain stamina faster this way. If 
you keep at ‘it. you may leave yourself temporarily out 
of stamina {and therefore defenseless). 
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-o NOTE 

After successfully stunning an enemy with ithe 

bronze— or silver—Jevel stun gun. go ahead and get 

in a few free attacks. Also consider stealing the 


enemy S$ weapon. q f 


In any given fight, you’re constantly faced with 
decisions: Do you block (and hopefully score a parry), 
or attack, or back up, or do something else entirely? | 
See the “Staying Alive: The Best Tactics” section of 
this chapter for suggestions on what to do, and when. 


If you have the gold-tevel stun gun. all you 
need to do ‘is punch the defeated enemy or use 
a finishing move of your choice. (See “Finishing 
Attacks’ ‘in the “Enemy States. Finishing Attacks. 
and Chäin Attacks” section for more.) 


Stun Gun 


After Mission g NOTE q a 
3 you receive | 4 ` is 1 
The stun gun does not appear ‘in the multi- : 


a stun gun. 

The capabili- player game. 

ties of the stun f 
gun depend | mane ' 

on whether | 4 FIP 


you received a 
bronze, silver, 
or gold award 
for that mission. 
(Look for more on mission awards in the “Investiga- 


Throw a tiquor bottle at the enemy; notice how the : 

bottle smashes. dousing that enemy with alcohol. 4 i 
Now hit your doused opponent with your stun 

un. The stun gun ‘ignites the alcohol. setting the 


tion & General Strategy” chapter.) bad guy ablazel ] f 
This ‘isn’t a thick you can perform very often: 3 
The st level, t ; REN PN i 
G a N aa | after all. you can't always find a tiquor bottle. and | 
Bronze Stun Gun: Two shots per battery; causes brief l your stun gun has timited charges. But ‘if you get the 4 
stunning effect Mm chance. go for iit. It’s a unique and satisfying way to 4 f 


Silver Stun Gun: Three shots per battery; causes brief | core a Kil]. 
stunning and weapon drop iaaiiai 


Gold Stun Gun: Five shots per battery; causes enemy | > . » : Í 
to enter defeated state | Fa anti WA Wh th G UNS 


i 0 ni | Guns are scarce in Condemned 2: Bloodshot; most 
N TE 1 | weapons you’ll encounter are for melee or throwing. 

q And when guns do appear, they tend to have ex- | 
tremely limited ammo. 


Some missions feature batteries that let you 
recharge your stun gun. Others do not. 


eee ee ie y | On the flip side, guns are incredibly powerful. This 
As you can see, the usefulness of the stun gun | combination of power and rarity means you should | 
depends a great deal on which variety you earned. But | grab weapons whenever you can and value each bullet. 
any way you slice it, the stun gun is a great asset. | 


We recommend saving the stun gun for extremely > n ee 

na aN na 
tough fights. Super-durable enemies, multiple enemies, | AAA S ə d Fac 7 | 
and enemies wielding extremely heavy weapons are 
instances where the stun gun is best used. 


When you’ve 

got a gun 

that contains | 
at least one 
bullet, tap the 
right attack 
button to fire 

it. You can 

also hold down 
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the left attack button to raise the gun and use its 
sights (rather than shooting from the hip). 


n the case of scoped weapons such as ‘the assault 
Kifle. holding the left attack button gives you a 
zoomed-in View through the scope. 


Aiming increases weapon accuracy, so if all else 
is equal, it’s best to hold down the button and aim. 
But in some cases—like, when the enemy is right in 
your face and about to smash your head in—it can be 
better to just fire quickly, without aiming. 


=. 
=- 


Regardless of what you do, you won’t be that 
accurate at long range. Your character, Ethan, is an 
alcoholic, and he’s got a serious case of the shakes. 
Since his hands aren’t that steady, there’s an art to 
using guns. Aim the weapon as best you can, and pull 
the trigger only when Ethan’s random shakes bring 
the crosshairs over the target. Hold off otherwise. 


Some levels feature bottles of booze. These can 
be used as weapons. but they have another purpose. 
Peltiodically take a diink to steady Ethan's nerves: 


The steadying effect of alcohol lasts for several 4 
linutes. then dissipates. Enjoy ‘it while ‘it lasts. but 4 

| be prepared for the shakes to return—and when 
they do. look for more booze. 


NOTE 


You Kick your alcohol demon ‘in Mission 9 of the 
single-player game. That means you don't need booze 
to steady your dim ‘in Missions 18 and 11. 
Also. ‘if you choose to replay the game ‘in FPS 
mode {a special difficulty mode unlocked when you bed 
e game the first time around) you will enjoy good 


_ few sources of it, you’re often forced to make tough 


Ammo is scarce, so conserve it. Since you’ll find so 


decisions. For example: Which targets should you fire 
at, and which should you not waste bullets on? And 
once your gun is very low on ammo (say, only a bul- 
let or two left), should you trade your firearm for a 
more durable melee weapon? 


NOTE 


Lots of ammo conservation strategies are discussed | 
‘in the “Investigation & General Strategy” chapter. 


For now. just understand that ‘it’s best to conserve ] 
ammo. The easiest ways to do this are to shoot 

only when you've got a decent shot. and to not 

waste ammo on your weakest opponents. 


NOTE 
-< You can reload your weapon from ammo stashes or 
| from ‘identical weapons. In either case, approach the 
ammo source, ‘then press and hold the action button 
to harvest the ammo for your current weapon. 


Guns aS Melee Weapens 


As long as 

a gun has 

at least one 
bullet, it 
cannot be used 
as a melee 
weapon. In 
other words, 
you cannot 
swing it like a 
club and you 
cannot block or parry with it. (You can, however, 
throw it at someone—though that’s usually a waste of 
a good gun.) 


Once the gun runs out of ammo, it suddenly takes 
on melee weapon properties. Now you can bash Oppo- 
nents with it, and you can use it to block or parry. 


ee 


FIP 


Always have your ammo count memorized; know 
exactly when youre about to run out. That way you 
can avoid confusion and make a smooth transition 
from ranged combat to melee combat. 


PRIMAGAMES.COM 


Game Guide 


Although guns are extremely potent, your inabil- 
ity to block with them can lead to trouble. For 
example, let’s say you’ve got a pistol with only two 


with a fire axe. You’re surprised, and you forget how 
many bullets you’ve got. A lot can go wrong now. 


For example, if you take too long aiming for a 
perfect head shot (because one or two body shots 
probably won’t drop him), you might get stuck in a 
melee battle where you can’t block or parry. That’s 
bad news; the axe can take you apart in just a few 
chops. If you instead shoot your weapon right away, 
you might not realize when you run out of ammo. 
That means you’re still pulling the trigger on an 
empty gun, and you might not immediately realize 
that blocking is an option. 


TIP 


= What should you do ‘in this situation? You can play ‘it 
| several ways—but ‘if pressed. we'd recommend quickly fir— | 
| ‘ing the weapon dry (to score some easy damage) and then | 
| throwing ‘it at the opponent. Now. you can either run off 

© and look for your own melee weapon of simply fight with 

F your hands. Either way. the damage from those two shots | 
| and the ‘thrown pistol) should give you the edge. q 


a 


FSET STS NS Sa 


General Gun Rules 


{ 
| 
| 
| 


Don’t shoot at long-range opponents unless you have 
a great reason to (for example, they have guns too, 
and you don’t want to get too close). Instead, fire at 
semi-close range to increase your accuracy, thus con- 
serving ammo. 


i —* i 
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bullets left, and a big brute of an opponent charges in | 


If there is liquor in the area, take an occasional £ 
drink. This steadies your aim and makes firearms 

easier to use. Just take it easy; drink once, then don’t 
drink again until you notice your aim getting shakier. 
Save those extra bottles for later. 


Go for head shots as much as possible, especially 
if your aim has been steadied with booze. These score 
instant kills, ending the fight early and conserving 
still more ammo. However, realize that sometimes (as a 
when you’re getting rocked by heavy melee attacks, 
or when Ethan has the shakes) this is too hard to do, 
and you should just shoot at the body. f 


“NOTE 


It's worth emphasizing that a head shot from any 


gun. even a small one. results ‘in an ‘instant Kill. 
That's why masteing head shots ‘is so ‘important. 


Don’t charge at gun-wielding enemies, especially f 
if you don’t have a gun yourself. Hide and make 
them attack you at close range, where their advan- 
tage is lessened. (Exception: If their backs are 
turned, you might be able to charge in for a surprise f 
sprint attack.) 


Match your strategy to your ammo supply. If 
you’re running low, don’t charge into a big brawl. Í 
Hang back, fire the gun until it’s dry, then replace it 
with a melee weapon that’ll last you through the rest 
of the battle. 


Finally, remember that you cannot block when 
your weapon contains ammo. If you have a gun 
(and the enemy doesn’t), fight a retreating battle; 
walk backwards as you shoot. This maintains space 
between you and the bad guy and keeps your gun 
from becoming a liability rather than an asset. 


Basic Combat Summary | 


You can get pretty far in the single-player game 

just by using basic melee attacks and defenses, and 
by using guns whenever they pop up. The key is to 
use these weapons and attacks effectively. If you 
learn how to block, parry, or dodge most enemy 
strikes, then counterattack whenever you see a clear 
opening, you’ll do pretty well. 


However, you'll make things a lot easier if you 
start with the basics and gradually teach yourself 
the more advanced techniques covered in the rest of 
this chapter. | 


35x 


Parry Counter Combo! 


sie ae eRe aT 


You can chain together several attacks in a specific 
sequence to make a combo; the result is a damage 
multiplier. 


Think of combos as the next step in evolution from 
basic strikes. It’s OK to rely on basic strikes at first, 
but the deeper into the game you get, the more you 
need to use combos. Why? Combos deal more damage, 
more quickly than basic strikes. The added speed and 
damage make tough fights a lot more manageable. 


To successfully perform a combo, execute the 
correct sequence of attacks within a short time frame. 


A combo timer appears onscreen when you ve 
performed the first couple of moves to a combo. 
The timer slowly counts down and ‘then disappears 
long as that ‘indicator ‘is visible. 

The timer disappears ‘instantly ‘if you take 
damage. 

If the ‘indicator disappears. either because 
you took damage or you waited too long between 
moves. the combo chdin ‘is broken and you have to 
start over again. 
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Sinvele-Player Combos List 


Following is a list of single-player combos. (Note that 
combos also exist in multiplayer, but the list is dif- 
ferent. Refer to the “Multiplayer Tips & Techniques” 
chapter for a complete multiplayer combo list.) 


Combos deal damage based on how tricky they are 
to execute. More involved combos deal extra damage. 


The following table lists some combos for you to try. 


Understanding- the Combo Table 
This legend explains the columns in the combo table: 


Combo Name: Name of the combo. 


Combo Type: Type of combo. Standard combos are initiated by 
standard strikes or hooks, and they result in a damage multi- 
plier on the last strike. Sprint combos are similar but are initi- 
ated by sprint attacks. Special combos are started in special 
ways (like with a parry or with a strike to the target's back) or 
produce special effects (like a knockdown). 


Attack Sequence: The sequence of attacks that causes the 
combo. “Left” means a standard left-handed attack; “right” 
means a standard right-handed attack; “either” means a stan- 
dard attack from either hand; “hook” means a hook from either 
hand, unless we specify “left hook” or “right hook.” 


Damage Multiplier: The damage multiplier added to the 
final attack of the combo. Usually, this is the payoff: It’s the 
reason why you're doing the combo in the first place. 


Notes: Any special notes or advice on performing the combo 
go here. If the combo can only be performed with a weapon or 
with bare hands, that information appears here as well. 


The following definitions apply to the attacks in the Attack 
Sequence column: 


Left Jab: Tap the left attack button (while unarmed). 


Right Jab: Tap the right attack button (while unarmed). 


Backhand: Tap the left attack button (while holding a 
melee weapon). 


Forehand: Tap the right attack button (while holding a 
melee weapon). : 


Left Hook: Press the attack modifier button, then quickly tap 
the left attack button (works armed or unarmed). 


Right Hook: Press the attack modifier button, then quickly tap 
the right attack button (works armed or unarmed). 


Uppercut/Overhand: The final strike of certain combos is 
automatically converted into an uppercut or overhand blow. 
Just tap either attack button to initiate the strike, and it gets 
transformed into an uppercut or overhand. 
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One-Two : Standard : Left, right, eitherorright, : 3x : Can start with either hand; just alternate the first two attacks. 

: : left, either : : 
Stinger Attack : Standard £ Hook, hook, either, either {5x =: - 
Triple Cross : Standard : Hook, hook, hook, either £ 6x - f 
Flying Fist Standard | Right, right, left, either {10x $ Can only be performed with bare hands (no melee weapons). 
Disarm Attack : Special : Hook, either, either : 3x : Disarms an opponent carrying a weapon. £ 
Parry Counter £ Special : Parry, either, either : 3.5x i. 
Advanced Parry : Special £ Parry, hook, either : Ax - 
Counter : : i : 
Bum Rush : Sprint : Sprint attack, either, either £ 4x : This is the only single-player combo started with a sprint attack. f 
Toe Stomp : Kick : Stomp kick, either, either £ 1.5x : To perform a stomp kick, aim at the enemy’s legs or feet. 

: : : : This combo disarms the enemy. This combo is unlocked after 

; ‘ : : Mission 7. 
Nutcracker : Kick : Stomp kick, groin kick, : 1.5x : The first kick should be aimed at the enemy’s legs, the second 

: : either : : at the groin. This attack produces an extended staggering £ 

: : : : effect. This combo is unlocked after Mission 7. 
Footprint : Kick ; Sprint attack, Stomp kick, ; 1x ; Roundhouse kicks happen when you aim at the enemy's head or 

: : roundhouse kick : (results in : upper torso. This combo doesn’t deal extra damage, but does 

i : knock-  : cause a knockdown—so you can add another quick attack and 
: down) : score an instant kill. This combo is unlocked after Mission 7. a 


When Net to Use Combos 


As we suggested earlier, it’s usually better to use 
combo attacks than simple strikes. The damage mul- 
tiplier is very powerful, and it can easily make the 
difference in a tough fight. 


The question, then, is when not to use combos. We 
suggest not using them when: 


e You’re surprised or overwhelmed. In this case you 
should just block or parry, using simple strikes, 
until you can get your bearings and decide what to 
do. Trying for combos right after dealing with a sur- 
prise attack, for example, may not be the best idea. 


e You’re very badly injured. In this case, concentrate 
on blocking. Or, try to get out of the area and 
regain some health. This is not the time to think 
about damage multipliers. 


e You’re facing a very fast enemy. Super-fast enemies 
are likely to interrupt your combos and deal severe 
damage as they counterattack. Consider using 
kicks and thrown weapons as a safer way to fight 
this enemy. 


e You’re in a bad position, or you’re facing multiple 
opponents (or both). In these cases you want to 
move somewhere better; maybe you even want 


iO 
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to keep moving and fight a running battle. (Look for 
stuff to pick up and throw as you run through the 
level.) Standing in a vulnerable spot and throwing 
combos just won’t work, as you’re bound to 

be interrupted. 


Which Combos te Vse 


There is no “right answer” when selecting a combo. 
But the rule of thumb is: The more comfortable you 
are with a fight, the more damaging your combo 
should be. 


When the fight is going well and you feel like 
you've got a handle on things, you can bust out a 
combo with a high damage multiplier. These heavy 
combos are complex and a little difficult to pull 
off—but if you’re in control of the situation, you can 
make it happen. 


When you aren’t so sure of things, stick to less- 
damaging combos. These combos are easier to perform, 
so you can devote more attention to figuring out what’s 
happening. Are there enemies you didn’t notice before? 
Are you standing in a good spot? Is your health OK? 
Once you’ve got everything under control you can start 
launching more-damaging combos. 


Of course, that doesn’t help you decide between 
combos of similar damage output. When picking 
between these, it’s all up to you. Some people have a 
tough time memorizing all the combos and perform- 
ing different ones every time. If that describes you, 
try to memorize just four combos—a lightly damaging 
one, a heavily damaging one, a sprint one, and one to 
use after a successful block—and then use those at 
the appropriate times. 


When assembling this short list, pick combos that 
feel natural to you; if you have trouble memorizing 
the button sequence, or if it feels strange to you, pick 
a different one. Later, after you’ve got those four 
combos down, you can add a few more to your reper- 
toire—or not. You can get by just fine either way. 


Enemy States: 
Fishia Attachs and 
thain Attacks 


Finishing attacks are special attacks that you can 
perform when the enemy is in a “defeated” state. (An 
enemy who collapses, then rises to his or her knees 
is in this state.) 


Chain attacks are the pinnacle of hand-to-hand 
combat. They’re extremely damaging, they’re safe to 
use, and they provide additional benefits. Use them 
as much as possible. 


As you'll soon see, chain attacks and finishing 
attacks have a synergistic relationship. 


Enemy States 


Before we look at finishing attacks, it’s important 
to understand the various states you can put an 
enemy into. 
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l When we say enemies are “staggered,” we 

| mean they’re taking some time to recover from an 

| attack. They aren’t ready for a finishing attack or a 

| knockdown, but you can sneak in an extra attack or 
two while they’re busy getting their heads straight. 


| head. The great thing about a stunned enemy is that 


| you hit them 
| while they 
| were stunned, 


| they’re still flat on the ground, you will score an 

| instant kill; however, if you wait until they’re in the 
| process of getting back up, your attacks are likely to 
| just knock them back down again. 


| a “defeated” state. While enemies are in a defeated 
_ state, you can either strike them with any attack to 
| kill them instantly, or get close and tap both attack 
| buttons simultaneously to initiate a headlock. Once 
| you have an enemy in a headlock, you can kill 
i with a finishing move (see “Finishing Attacks”) 


A “stunned” 
enemy, on the 
other hand, is 
outright dazed. 
This state most 
commonly 
occurs after a 
thrown weapon 
hits the bad 
guy in the 


subsequent attacks result in a knockdown. 


“Fallen” 
or “down” 
enemies have 
been knocked 
to the ground, 
either because 


or because you 
simply did so much damage that they were over- 
whelmed. If you get close and hit fallen enemies while 


Sometimes, 
fallen enemies 
start to get up 
but end up on 
their knees, 
where they 
remain for 
some time. We 
call this on-the- 
knees posture 
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e Tap the right attack button to perform a lethal neck 
snap. This is suitable for most enemies. 


e Look around for skull icons in the surrounding 
environment. If you see one, walk the enemy right 
into it. You then perform an environmental kill, £ 
using your surroundings to finish the opponent off 


If you leave defeated opponents alone for long 
in spectacular fashion. 


enough. they will recover and start fighting again. 
However. they don’t have much health left. so ‘it's Your choice 

easy to put them back ‘in a defeated state. of finishing 
attacks should 

be dictated by 

the situation. a 
If you just 

defeated the 

last (or only) 
enemy in the f 
area, try for a 
flashy environ- 

‘ i mental kill. If you’re still fighting, on the other hand, 
state rather than score an outright Kill. the best you might want to avoid finishing kills altogether and f 


: method ‘is to switch to Tess-damaging attacks when just punch or kick the defeated enemy, scoring an 
F your foe ‘is nearly finished. To accomplish that. you Saor 


may want to drop your melee weapon and finish the l a am e CR OA 
fight with your bare hands. (Avoid heavy-damage 3 FIP ae Hoe a 
combos as well.) Ft j 


+P 
Enemies don’t always go ‘into a defeated state. 
Often—especially if you hit them with a brutal 
attack when they re already seriously ‘injured—they 
die outright. 
If you want to place an enemy ‘in a defeated 


You cant hold an enemy ‘in a headlock forever. 
Nee = ` If you waste too much time. the bad guy breaks 
Fav ghana Attach me. loose—and then you have to fight some more. 3 £ 
| 4 lf youre looking for an environmental Kill but 
don't see any skull ‘icons nearby. we recommend just 
performing a quick neck snap. It ‘isn't particularly 
exciting. but it’s better than having to fight again. 4 a 


Vnderstandina thain Attacks 


Here’s an overview of the chain attack system: 


e As you fight 
| enemies, an 
| empty bar 
Cor series 
of bars) 


Once an enemy is in the defeated state, approach. | appears in 
Onscreen prompts show that you can press both attack | the upper- 
buttons simultaneously; this results in a headlock. | right corner 
| of the 
Once the enemy is in the headlock, you can choose | 
your finishing attack: | 


screen. This 


| is the chain 

e Tap tne left attack button for a nonlethal finishing attack meter. 
attack. This is best if you’re fighting “friendly” | 

opponents such as security guards. 


The chain attack meter starts out empty but slowly 
fils up as you fight. Environmental kills and i 
combos cause your meter to fill faster. 
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Singletapson : 
the indicated 


Deals serious 


: : attack buttons, : gamage = 
1 ; = z : enemy's head 
; : then press both and briefly stag- 
Sa sie AEN Nee hia oe : : : attack buttons : 
“ane eemnes ore eee eet : a : gers enemy 
e When at least one bar of the meter is completely | : : simultaneously : 
mà | filled, a special icon (which looks like a bloody ; : : Deals even more 
crosshairs) appears beside it. This means you are : : : damage; targets 
; : : :  enemy’s arm; 
ready to perform a chain attack. ; $ Repeatedly tap : puts enc 
2 : 15 : Indicated : verycloseto 
e While facing | : : attack buttons : defeated state 
| : : (only a couple 
an enemy at : : : more hits should 
close range, : : : do it) 
double-tap | ; : Combinations : 
either the : : ofsingletaps : 
left or right 3 : 30 : and repeated ; Kills the enemy 
| : tapsonindi- : outright 


attack button cated attack 


to start the buttons 


chain attack. 


e Now, onscreen prompts appear, telling you which As the second column of the table shows, the 
buttons to press. A solid button icon means you more you use chain attacks, the faster you unlock 
need to press that button; a fluttering icon means | the Level R and Level 3 chain attacks. And the fourth 
you should repeatedly tap it. | column shows that it’s worth earning those higher- 

level attacks, because the Level 2 and Level 3 attacks 

are substantially more effective than those of the 
first level. 


e If you perform the sequence of button presses 
correctly, you execute the chain attack. This deals 
severe damage to the enemy and empties your 
chain attack meter. 


e If you failed to follow the correct sequence of | j NOTE 
button presses, the chain attack is aborted. DE 


However, your chain attack meter remains full, so E K cian stil perfori han aak 
you are free to try again. m attack meter. you cay) still perform a chain attack 


| Even ‘if you ve unlocked multiple bars on the chain 
4 | as soon as just one bak ‘is filled. 
, Example: You ve unlocked all three bars on 
The Chain Attack Meter ie your meter. meariing that you can perform Level 3 
At first, the chain attack meter consists of a single | ae i. However. orly Oe meter: bah ‘is cubhertly 
=. | bar, indicating that you can perform only basic (Level + filled. You can perform a chain attack now. but ‘it 
1) chain attacks. Later in the game, two more bars wif! be a Level 1 attack. You can also choose to 
may be added to the meter. How do you unlock these wait until more bars are filled and do a Level 2 or 
A bars? Simply by performing a lot of chain attacks. Level 3 attack at that time. 


Each time you add a bar to the meter, you unlock 
a different (and more damaging) style of chain 
attack. The following table explains the process. 
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Extra Benefits of Chain Attacks 


In addition to dealing high damage (or scoring 
outright kills, in the case of Level 3 attacks), chain 
attacks have other benefits. 


First, they are a “safe” way of dealing damage. 
Once you’ve started the chain attack, you get to 
follow the onscreen indicators without any fear of 
being interrupted or hurt. To put it another way: As 
long as you’re doing the attack you are invulnerable. 
This is nice because it gives you a moment to relax 
and collect your wits during a hectic fight. 


ecient 


NOTE 
Even if you're surrounded by enemies. youre 
still invulnerable during a chain attack. So you 
can grab a bad guy. start your chain attack. and 
rest assured that you wont be interrupted by a 
baseball bat to the head. 


Second, even the lower-level chain attacks stagger 
the enemy a bit. That means you can almost always 
follow up a chain attack with a “free” additional 
strike or two. Or, use that extra time to run away 
and heal or look for a better weapon. 


Third, even if you don’t need to use a chain attack 
on a specific enemy, doing so adds to your chain attack 
total. This in turn helps you unlock those higher-level 
chain attacks. So as long as you haven’t yet unlocked 
the Level 3 attacks, you have another great reason to 
use chain attacks as much as possible. 


Earning Chain Attacks Faster 


Fighting earns you chain attack points, which in turn 
fill up the chain attack meter. This happens naturally— 
but different actions fill up the meter at different 
speeds. Specifically: 


e Basic kills, such as killing an enemy outright with 
a powerful shot (or just punching an enemy 
who’s in a defeated state), earn you some chain 
attack points. 


e You earn some points for using hooks and combos. 
Also, the points awarded for a basic kill increase if 
you used hooks and combos during the battle. 


e Killing enemies with thrown weapons gives you a 
modest number of points. 
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e Finishing kills are the gold standard; these can fill 
entire bars of the chain attack meter. Neck snaps 


are great, but environmental kills are the very best. 


The moral of the story? Any time you have the 
chance to perform a finishing kill (rather than just 
striking the enemy for a kill), do so. And try for 
environmental kills rather than neck snaps when- 
ever possible. 


Chain Attacks Strategy 


When should you use chain attacks? Here are 
some tips: 


e If you’re in an area where the combat is relatively 
easy, don’t save up your chain attacks. Just do 
them whenever you can. This lets you quickly 
advance toward the next level of chain attacks. 


e If you know (or suspect) an extra-tough fight is 
coming up, let your chain attack meter build up for 
that battle. Chain attacks deal severe damage, so 
having one ready can help you win those extra- 
difficult fights. 


¢ Use them when you’re surrounded. You can deal 
damage without worrying about getting hit; also, 
when the chain attack staggers the enemy, you 
may get a chance to run past. This lets you get to a 
better position. 


e Use them when you're heavily damaged and 
need time to heal. The chain attack causes a brief 
staggering effect, which gives you time to retreat 
and put your guard up. 


e Once you’ve unlocked the Level 2 and Level 3 
chain attacks, it usually pays to wait until all the 
chain attack meter bars are filled. (If not all bars 
are filled, you’ll do a lower-level attack.) However, 
don’t hesitate to perform whatever level attack 
you’ve got if you find yourself in serious trouble. 


Stayine Alive: 
The Best Tactics 


You’ve read up on your options; now we'll zero in on 
the very best combat tips in our arsenal. These are 
the strategies we used time and again to defeat the 
game at the hardest level. If you’re having trouble 
with combat, these are the techniques you need to 
look at. 


The three key areas you must master are thrown 
weapons (and the associated “raging bull” technique), 
buying time to let your health regenerate, and using 
guns effectively. 


Understand Your Enemies 
For the most part, bad guys are pretty easy to figure out. 


But they do have a few special tendencies that you should be 
aware of: 


+ They like to hide. If you're in an area with lots of cover, 
watch and listen. You may see them sneak behind a corner 
and wait there; expect them to spring out as you approach. 
Be ready to move back or parry that attack. 


+ They temporarily retreat. If they do this, they often 
hide. It’s okay to follow a retreating enemy—just be aware 
that you're likely to get the old leap-out-of-hiding treat- 
ment when you get close to them. 


+ They fight each other. Back off and let them go at it when- 
ever they start to do this. 


+ They throw weapons. This deals heavy damage, so anytime 
an enemy is armed with a melee weapon (yet fairly distant), 
be ready to block an incoming projectile. 


+ They grab weapons. Be ready for this! If there are lots of 
weapons in the area and your opponent doesn’t have 
one (either it’s been dropped or thrown, or there wasn’t 
one to begin with), consider getting close and pressing the 
attack on your empty-handed foe. If you back off, you give 
your opponent time to collect a new weapon—and that’s 
no good. 


+ They like to fire their guns dry, even if you've moved behind 
cover. Use this to your advantage; get behind cover and 
wait for the enemy to run out of ammo. When the shooting 
stops, charge in before your opponent can reload. 


+ They sometimes ambush you at predetermined spots. Our 
walkthroughs alert you to these ambushes and tell you how 
to deal with them. 


+ They have deceptive and tricky ways of initiating a strike. 
In particular, watch for them to dip low and then rise up for 
a strike, or turn their backs to you and then spin around for 
a powerful strike. Pay attention to their moves—and in par- 
ticular, the start of each move. When you learn to recognize 
what each move looks like, it’s much easier to consistently 
Parry attacks. 


These behaviors apply to standard enemies: thugs, bums, 
enemy agents, and so forth. Certain unusual enemies have 
different behaviors from these. We provide detailed informa- 
tion on these special enemies in the walkthrough chapters _ 
(usually at the point where these enemies first appear). 
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The Thrown Wearens Strategy 


weapons are 
some of the 
best tools in 
your arsenal. 
We recom- 
mend using 
them as much 
as you can. 


Multiple Throws 


If you’re in a reasonably open space and there are at 
least a few melee weapons lying around, we strongly 
recommend opening using a multiple-thrown-weapon 
strategy. Let the opponent charge toward you; then, 
throw the weapon you’ve got. While the opponent is 
shaking off the damage, look for another weapon. 
Repeat the process. 


Keep doing this, staying away from the enemy 
at all times. (We like to slowly retreat into parts of 
the level we’ve already explored. This avoids nasty 
surprises.) This strategy works even when fighting 
multiple enemies; you just need to move a little faster, 
since not all of your enemies will be dazed by your 
weapon throws. 


Throw-and-Collect 


Even if you’re in a fairly enclosed space or there aren’t 
many weapons around, you can throw your weapon, hit 
the enemy, and collect the same weapon you just threw 
while the enemy is recovering. Then repeat. 


Just don’t try to do this when you’re fighting mul- 
tiple opponents, as the second or third enemy is likely 
to hit you as you move in to grab your old weapon. 


The Raging Bull 
The raging bull attack is as follows: 
1. Throw a weapon and hit your enemy in the head. 


_ 8. Sprint in and perform a sprint attack. This knocks 
the enemy to the ground. 


ó. Use any attack to quickly strike the fallen enemy. 
If the blow hits while your foe’s still flat on the 
ground, the result is an instant kill. 
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Buy Time in Enclosed Spaces f 
If space is tight, you can’t keep retreating. Instead, 
focus on blocking and parrying enemy attacks. Don’t 
aggressively counterattack, as that makes it harder £ 
If your thrown weapon hits the enemy somewhere for you to play defense. 
other than the head. you cannot do this combo. 7 | When you see a safe opening, kick. Kicks are great 
You can still do your sprint attack after throwing | | because they push back the enemy and briefly stagger 
the weapon. but ‘it will not knock the enemy down : | him or her, buying you extra time. f 
for that ‘instant Kil! opportunity. | Keep this up until your health is at least partially 
ee ee restored. 
In our opinion, the raging bull technique is the | £ 
single best way to defeat a tough enemy. You can | ne 
even use it when fighting multiple enemies, though | l Waste CANS Gun Lom bat 
ou need to avoid the other opponents while you’re | 
a killing your target ie hee ae toten | Here are some tips on getting the most out of your 
x. y ‘ | guns and dealing with gun-equipped enemies. £ 


porarily block the others from getting to you.) | 
| Drink t im head 
When you’re having serious trouble with a partic- | ee tet 


| l shots whenever you can. If no booze is available, go 
ular combat sequence, we strongly recommend trying | i { 
; | for body shots instead, as your shaky aim makes 
a raging bull approach. 


head shots difficult. 


i e If you have a gun and the enemy doesn’t, stay 
Buy Th Me to H eal | back. Don’t run up to corners the enemy is hiding 
| behind. Instead, advance just enough to lure them a 


Dama health ts heal l 
eaa ecole duu toed Aal joven i Anka out. Then fire while retreating. 


time. If one of your health bar segments is seriously | 


damaged, consider buying time to let it regenerate. | «If the enemy has a gun and you don’t, get behind 

(We do this all the time and consider it an essen- | cover and listen for all the bullets to be fired. Then a 
tial technique when playing on the harder difficulty | charge in during the reloading pause. It’s best 

levels.) | to strike with a thrown weapon or start a chain 


; el i k fi hi i 
Thbad T A AA E attack; either will make your foe drop the gun 


e If both you and the enemy have guns, get behind 
at least partial cover. Aim your weapon and try to 
score head shots. To be extra-safe, hide while you’re 
| taking fire, then come out and return fire while 


Buy Time in Open Spaces 


Continually back away from your enemies. Block 


any weapons they throw at you, then just keep on | your enemy reloads. 
backing up. (You can also turn and run once you | © Always know how much ammo you have and 
have some separation, but only do this if they don’t whether any ammo is stashed nearby. When you 


Í 
have weapons to throw at your back.) | run out of ammo, throw your gun at the enemy i 
| 


If you get stuck on something, try to kick, or | and grab a decent melee weapon. 
parry the enemy’s melee attacks and then kick (both | 
a kick and a parry briefly stagger the enemy, buying | 
you time to start moving away again). Then resume | Odds and En ds Í 
your retreat. | 


| Here are a few miscellaneous combat tips that will 
As a variant, consider grabbing melee weapons | help you succeed in the single-player games. 

and throwing them. This not only deals damage, but | 
also staggers your enemies, giving you more time to | 
retreat. i 


e It’s tempting to go with the heaviest, most damaging 
melee weapons—but you need to be very good at 
| anticipating the enemy when you use those, as 
Keep this up until your damaged health bar | they’re both slow to swing and slow to block with. 
segment has healed. You’re often safer with a lighter weapon. Our favor- i 
ite weapons are both fairly damaging and reasonably 
fast (like the rip hammer). 


TE 
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° If you can’t find booze or don’t trust your aim, you 
will do best with shotguns and riot guns. But with 
good aim, a smaller gun with a big ammo supply 
dike a 9mm pistol) can actually get you farther. If 
you're capable of scoring head shots, every bullet 
equals a kill. 


Standing too close to the enemy is dangerous 
because it’s hard to see what they’re doing; they 
will sometimes duck low and go out of your field of 
vision. Try to maintain at least a little space, even 
when fighting up close. 


e Remember where health kits are located, and go 
back for them—even if it means spending some 
time backtracking. 


e Don’t stand still when multiple enemies attack. Use 
the thrown weapons (and raging bull) techniques. 


e If multiple enemies attack and you don’t have much 


room to run, look for a narrow spot and wedge 
yourself in there. If the spot is tight enough, this 
forces only one enemy to attack at a time; the others 
must wait their turn. It’s a lot easier to fight ene- 
mies one at a time than to take them on as a group. 


¢ Your enemies can and will fight one another. Each 


time you retreat, you give them extra chances to 
start brawling. When that happens, just stand back; 
then deal with the winner. 


e Never underestimate the power of movement 
during a fight. Moving around unlocks a lot of the 
other strategies (throwing multiple weapons, the rag- 
ing bull attack, making enemies fight one another, 
buying time so you can heal) that we recommend. 


The “Single-Player Combat” chapter gave you an ‘in-depth look at fighting ‘techriiques. but 
there's more to a mission ‘than just combat. This chapter Jooks at all the other stuff yout 
encourtter ‘in a typica] mission. Topics ‘include forensic ‘investigation. general exploration strategy. 
and an explanation of how your gear gets upgraded. 


Forensic Investigation 
Sequences 


At various points during the missions you’ll enter 
areas containing useful evidence or be contacted by 
Lieutenant Rosa via your field kit. 


The field kit is 
a multipurpose 

device that you 
carry at all 


times. lt acts 


as a communica— 

tor and offers 

four forensic 
tools {see the Forensic Tools” section). 


Our walkthrough chapters provide detailed infor- 
mation on how to manage these sequences—but for 
those who want to handle the sequences on their own 


Cor just want an overview of the process), here’s how 
they work. 


Evidence Mede 


When you enter 
areas that 
contain useful 
' clues or infor- 
sini mation, you get 
an onscreen 
prompt to 
Study Evidence. 
Whenever 
you see this 
prompt, you 
may press the action button to enter evidence mode. 


Study e 


Now a target appears in the center of your screen, 
and onscreen prompts tell you two things: what 
you're trying to figure out, and how may clues you’re 
allowed to collect. 
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— Now start 
to collect 
clues. Do this | 
by centering | 
the target on l 
relevant clues | 
or objects, and 
then zooming 
in. (Refer to the onscreen prompts for instructions.) 
Your task is to select the descriptors that not only 
describe what you’re seeing, but also help to answer 
the current question. 


tity of a dead body, you might zoom in on the face 
and get the opportunity to select “Male” or “Female.” 
Pick the one that best fits the situation. 


However, 
there are 
complica- 
tions. One is 
that you must 
select the most 
relevant infor- 
mation. Con- 
tinuing with 
the example, 
where you’re trying to make a positive I.D. on a dead 
body, let’s say that you’re allowed to select three bits 
of information. Each of these three information bits 
must be relevant to the question at hand. So if you 
target the face and then select “Male,” you have prob- 
ably selected a good piece of information, after all, 
knowing the victim’s gender is an important start to 
figuring out its identity. Targeting a driver’s license 
with relevant information and selecting descriptions 
of the information you find there would also be good. 
On the other hand, let’s say you target a nearby sofa 
and select “Blood spattered on sofa.” While the blood 
on the sofa may be useful for a different phase of 
this investigation, it is not at all useful to the mat- 
ter of identifying the victim—so you would not get a 
good score for selecting this bit of information. 


Sometimes. selecting one piece of ‘information allows 
you to select a second. For example. when examining a 4 
bullet hole ‘in a wall. selecting “Bullet hole” may ‘then 
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For example, if your task is to figure out the iden- | 


Once you have selected as many pieces of infor- a 
mation as you can, press the submit button (refer to 
onscreen prompts to learn the button specific to your 
console) to convey the info to Rosa. 


Answerina Questions 


Occasionally you will use your field kit to answer f 
questions or input information. For example, Rosa 

may contact you and ask you a question; in this 

case you'll simply select your answer from a list of 
responses on the field kit screen. f 


ig . 


aemper? 


Similarly, the field kit is sometimes used as a { 
method for making selections in the game world. 

For example, if you are faced with a combination 

lock, you might use the field kit’s screen to select the 
appropriate combination. f 


Focevsic Tools 


The field kit is not just a communication device; it | 
also can function as one of four forensic tools: GPS, 
spectrometer, UV light, or camera. 


NOTE 


Hold down the forensic tools button. then press up. 


‘down. left. of Hight on your left analog stick to bring | 
out the appropriate tool. An onscreen menu shows you 4 
which direction corresponds with which tool. : 


GPS 


The GPS tool shows you an overhead map of your 
surroundings. Its main function is to help you figure 
out where you are, and where you need to go. | 


NOTE 


The GPS ‘is never needed for actual forensic 
sequences. [t's just there to help you get around 
during the mission. 


You can 
bring up the 
GPS and hold 
it at arm’s 
length (which 
shows you 
some of the 
screen but still 
allows decent 
peripheral 
vision) or follow the onscreen prompts to bring it right 
up to your face. This gives you the best view of the 
map, but you’re in serious trouble if someone decides 
to attack while you’re perusing the GPS this way. 


i 


Generally speaking, you shouldn’t need the GPS 
too often. (Our walkthroughs will guide you through 
every mission.) However, when you do use it, we 
recommend taking it out, bringing it fully up to your 
face for a good look, and then putting it away. This 
helps you avoid combat while using it. 


After Mission 6 you gain the ability to set way- 
points on your GPS. This makes the GPS map even 
better, as you can mark important spots and com- 
pare your current location to those spots later. 


Spectrometer 


The spec- 
trometer is 

a device that 
tracks audio 
and gaseous 
emissions. If 
an important 
source of noise 
dike a sonic 
emitter—more 
on those later) 
or smell (ike a decaying corpse) is near, you can pull 
this device out and refer to the number it displays. 
The number increases (to a maximum of 100) as you 
get closer to the source of noise or smell, so you can 
use the spectrometer to tell whether you’re on the 
right track. 


While you can use the spectrometer during foren- 
sic sequences, more often you’ll use it outside of 
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those sequences. For example, if you know there’s a 
sonic emitter somewhere nearby (as you can faintly 
hear it), you might pull out the spectrometer to help 
find it. 


NOTE 


As with the GPS. the spectrometer’s role ‘is 
diminished ‘if you carefully follow our mission 
walkthroughs. We point out afl the stuff the 
spectrometer can help you find. so you won't 
need the did of this device too often. 


UV Light 


The UV light reveals marks invisible to the naked eye. 
Often, the UV light is used to show traces of blood— 
though on certain occasions it may reveal other 
things as well. 


Most of the time you’ll only use the UV light dur- 
ing forensic sequences. If you’re looking at a body or 
a bloodstain, for example, it’s always smart to pull 
out the UV light and see if there are more blood pat- 
terns that you couldn’t otherwise find. 


On rare occasions you may also use the light 
outside of a forensic sequence. For example, if a blood 
trail leads away from a crime scene, it may be pos- 
sible to use the UV light to follow that trail. Or, 
if you know there’s a small item or a message in a 
particular area, but it simply isn’t appearing, you 
might pull out the UV light to help look for it. (Situ- 
ations like the one in the second example occur very 
rarely, however.) 


eon 
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Our mission-by-mission walkthroughs tell you 
exactly when you need to use the UV Tight. 


Camera 


The field kit 
also functions 
as a camera. 
Bring out the 
camera when- 
ever you’re 
asked to 
photograph a 
specific item. 


NOTE 


There's no reason to photograph anything you 
aren't specifically asked to capture. You can 
shap photos at other times. but these shots 
are not actually saved anywhere. so this will not 
serve any purpose. 


Good photos are essential if you want to score 
maximum mission points (keep reading this chapter 
for more on mission points). To take a good photo, 
simply ensure that the subject is centered in the 
frame and that the picture is in focus. (Onscreen 
prompts will show you how to focus the camera.) 
Then snap the photo. As long as you have the subject 
reasonably centered and focused, you will receive 
maximum mission points. 


NOTE 


As ïs the case with the other tools. our walk— 
through always tells you exactly when you Tl need 
to use the camera. 
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and VUrerades 


. At the end of 

each mission 

, you receive an 

| award and an 

_ upgrade. The 

= type of upgrade 

you receive is 

predetermined 

_ by the mission, 
but the effective- 

ness of that upgrade is tied to the award you receive. 

Possible awards include bronze, silver, and gold. 


‘enemy with your left fist weapon will 


For example, at the end of the first mission you 
receive a small “fist weapon” for your left hand; this 
upgrade increases the damage dealt by your 
left hand. The actual fist weapon you get depends on 
your award level: It can be bronze (a roll of quar- 
ters), silver (brass knuckles), or gold (a small blade). 
As you might expect, the better the award, the more 
effective the upgrade. 


NOTE 


Once you ve received an upgrade. ‘it sticks with 
you throughout the remainder of the game. 

For example: If you earn the fist knife 
‘in Mission 1. youl have ‘it ‘in all subsequent 
missions. If you wart proof of this. take a good. 
hard look at your left fist when you punch with 
‘it: if you earned the fist knife ‘in Mission 1. 
you ll see a small blade sticking out from between 
your clenched fingers. 


To ensure that you always receive gold awards/ 
upgrades, you must score as many mission points 
as possible. The following section explains mission 
points. 


Miggien Points 


There’s a difference between completing a mission 
and completing it skillfully. For example, it’s possible 
to stumble through a mission without completing any 
secondary objectives whatsoever. Furthermore, you 
can get by even if you completely botch all the foren- 
sic sequences. However, these nonessential tasks all 
provide mission points—and doing badly results in 
fewer mission points for you. 


What actions contribute to mission points? 


Antennas / 
News Reports: 
Look for TVs 
and radios 
with anten- 
nas that you 
can grab. (If 
there isn’t an 
antenna, that 
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just scenery!) Grab these antennas, twist them until 
you can hear a news report, and then listen to the 
report to score mission points. You’ll automatically 
release the antenna when the report is finished. 


Player 
Responses: 
At various 
times you 
can respond 
to characters 
or situations. 
An onscreen 
prompt 
appears when 
you can do this; press the action button before the 
prompt goes away, and you react (often by saying 
something). Each reaction scores mission points. 


Respond 


Sonic 
Emitters: 
Sonic emitters 
are mysteri- 


i | ous devices 
æi that emit 


points for a completed mission, you get the sil- 

ver award and upgrade. If you collect all possible 
points from the mission, you get the gold award and 
upgrade. If you stumbled through the mission, scoring 
fewer than 60 percent of the mission points, you only 
claim the bronze. 


a piercing sound (and affect the behavior of those 
around them). They’re usually attached to walls, and 
they continually damage you if you stand close to 
them. Destroy them (preferably from afar, by throw- 
ing something at them) to score mission points. 


Secondary 
Objectives: 
Most missions 
feature second- 
ary objectives, 
which are con- 
veyed to you 
either at the 
very start or 
at some point 
during the mission. Complete all these objectives to 
score maximum points. 


Investigator 
Sequences: 
Most missions 
feature forensic 
or investiga- 
tion sequences. 
(See “Forensic 
Investigation 
Sequences” in 
this chapter.) 
You lose mission points for failing to complete any of 
these sequences, or for choosing incorrect answers 
while doing them. 


You won't actually see a total of your mission 
paints anywhere. It’s an ‘invisible process that 


happens ‘in the background; the game keeps track 
of what you did Fight and what you did wrong. and 
mission points are the way ‘it does that. 


If you grab at least 60 percent of the available 
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Awards and Urerades 


If you consistently score maximum points you'll get 
lots of gold awards, and therefore you’ll consistently 
get the best possible upgrades. Good upgrades are 
important because they stick with you throughout your 
future missions. If you pile up lots of gold upgrades, all 
that useful gear makes later missions easier. 


The walkthrough chapters of this book provide 
detailed information on each upgrade. Look for upgrade 
information at the end of each mission walkthrough. 


The Importance of 
Beina Yreraded 


Our walkthroughs are designed to help you score 
gold upgrades every time. While you can complete 
the game without scoring those gold upgrades, you 
will make things difficult for yourself if you don’t. 
Here are some of the consequences of not scoring 
gold upgrades: 


e One mission gives a holster, which lets you hold a 
gun in addition to a second weapon. The gold 
upgrade lets you carry a larger gun than the 
bronze and silver upgrades do. Obviously, the ability 
to carry larger guns gives you extra flexibility 
and power. The bigger gun can make a difference 
in a fight. 


of the stun gun not only has more charges per 
battery, but it also puts an enemy right into a 
defeated state. Lesser versions of the stun gun can 
fire fewer times and don’t incapacitate the enemy 
as fully. 
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e Another mission gives a stun gun. The gold version 


e Yet another mission gives you body armor. If you £ 
score the best body armor, you have much less to 
fear from gun-toting enemies. If you grab the silver 
or bronze version, you’ll have substantially more { 
trouble with bad guys with firearms. 


As you can see, these upgrades provide a great 
incentive to perform well in each mission. t 


Yeerades Summary 


Here’s a list of the upgrades you’ll earn after every { 
mission. For a more detailed look at each individual 
upgrade, check out the upgrade section at the end of 
that mission’s walkthrough. 


MISSION -UPGRADES 


1 : Fist Weapon Upgrades left fist damage f 


2o Flak Jacket Partially absorbs bullet 
: attacks 
Stun Gun Incapacitates enemies i 
4 Holster : Holds an additional weapon 
5 |  RubberSoles : Make it easier to sneak up on 
: : enemies 
GPS : Adds waypoints to your GPS 
7. : Steel Toe Boot : Allows you to learn new kick- 
: Enhancement based combo attacks 
e 4 Health Kit - Makes you more durable 


Improves firearm use in 
various ways 


Gun Efficiency 


10 ! Voice Attack Special upgrade (explained 
: in walkthrough) 
Tho FPS Mode : Unlocks special game mode | 


(explained in walkthrough) 


General Mission Strategy | 


We’ll finish this chapter with some general, noncom- 
bat tips for making it through the game. | 


NOTE 


While these tips can ‘indirectly help you survive. 


they don't offer fight strategy. Refer back to the 
"Single-Player Combat” chapter for that. 


Take It Stew 


If you find 
yourself 
baffled by your 
environment, 
it’s prob- 

ably because 
you raced 

too quickly 
through it. 
Slow down and 
take a good 
Z| look at important features of your surroundings. 


Some locales are trickier than others. For exam- 
ple, one early mission takes place in a run-down 
hotel, where similar corridors and nearly identical 
rooms can lead to disorientation. In places like these, 

3 take things extra slow. Look at the room numbers on 
each door, and pay special attention to unique fea- 
tures such as holes in the wall, unusual lighting, or 
piles of debris or furniture. 


Explore Thereushly 


Many areas 
are littered 
with useful 
objects. Con- 
stantly be on 
the lookout for 
better weap- 
ons, health 
kits, liquor 
bottles, ammo, 
and stun gun 
batteries. Here are some tips on finding useful gear: 


¢ Health kits are almost always found in wall cabinets 
or lockers. However, a few of them are found in 
other places, so it pays to stay alert. 


e Ammo is almost always found in lockers. However, 
you can also grab ammo from fallen enemies’ 
guns—so scour the floors after a gun battle. You 
can often gather enough ammo to top off your cur- 
rent weapon. 


e Guns and stun gun batteries tend to be found in 
lockers as well. However, guns can pop up any- 
where. As mentioned before, slain foes are a great 
source of weapons and ammo. 


e Liquor bottles may be on the floor, on desks, or 
sitting just about anywhere. Seek them out, as 
they’re useful for steadying your aim. 
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Backtrack for Resources 


Once you’ve identi- 
fled a useful item, 
grab it. If you 

don’t currently 
need it, however, 
make a note of 

its location. Then, | 
come back for it 

Gf possible) when 
you can use it. 


For example, let’s say you find two health kits but 
you’re only missing one bar of health. In that case, 
use one kit and move on. If you get injured later in 
the mission, try to get back and use the other kit. 


NOTE 


l While you may be able to find new supplies of vital 


4 resources later ‘in the mission. ‘it's still best to back— i 
| track for old resources whenever possible. That way 
3 you stil have the new ones ‘if you need them later. 


The same goes for other items. For example, let’s 
say you have a shotgun with five shells, but there’s 
also a 9mm pistol with three bullets on the floor. 
Note the pistol’s location, and if possible, return for it 
when you’ve exhausted the shotgun’s ammo. 


Retreat 


When trouble arises, it’s often best to move to a bet- 
ter position. And that better position is usually back 
in a part of the level you’ve already explored. Run- 

ning into new territory while you’re being pursued is 


PRIMAGAMES.COM 


Game Guide 


a surefire invitation for trouble. More enemies are 
likely to appear, making your job even harder. 


One exception: If you’re in an area with an infi- 
nite supply of enemies (only a couple such places 
exist in the game; we alert you when you enter one), 
you have no choice but to keep moving forward. 


Conserve Amme 


Guns are precious, so making every last bullet count 
is an excellent idea. The more you can make your 
ammo stretch, the easier each mission will be. Here 
are some ammo conservation tips: 


e Always try 
for head shots. 
An enemy that 
would other- 
wise absorb 
three or four 
bullets can be 
dropped with 
one head shot. 
The ammo sav- 
ings from head 
shot kills add 
up quickly—so go for the head shot whenever it’s 
feasible. 


‘ 4 M Pick Up 
ai tiquor Bottle 
; J 
i 


NE 
| 


Reach esa f 
Condition = 
4 


e Drink booze to steady your aim. This in turn 
makes it easier to score head shots. 


PRIMAGAMES.COM 


, PRIMA Official 


e Don’t shoot at distant enemies unless you have 
a scoped weapon. Let them get closer. How close? 
Just close enough that you can—that’s right, you 
guessed it—easily score a head shot. 


Some enemies are deadlier than others; an 


emaciated, weaponless drug addict is a very 


minor threat, whereas a burly or gun-toting enemy 


can be a real problem. If you’re fighting a really 
easy opponent, simply drop your gun (or holster 


it if you’ve earned the holster upgrade). Finish off 


the opponent with a melee weapon or your bare 
hands, then grab the gun again. 


e Don’t use your gun to shoot inanimate objects such 


as sonic emitters. Instead, drop the gun and look 
for a melee weapon to throw at the target. (Often 


you'll find a plentiful source of weapons, such as a 


brick pile, near a sonic emitter.) 


Vse Our Walhitnreuch! 


Our final and best tip is to follow the walkthroughs 
in the next few chapters. They’ll guide you through 
every important conflict, give you the right answers 
for every forensic investigation, and generally take 
the mystery out of what to do next. You can either 
follow them step-by-step or refer to them just when 
you have a problem. Hither way, they’re the best way 
to deal with any specific troubles you may encounter. 


sti] die occasionally. 


If you have serious trouble with the fights, you 
have two options: either select a lower game diffi- 
culty, or keep at it until you succeed. If you choose to 
keep trying, we recommend going back and reread- 
ing the “Single-Player Combat” and “Investigation & 
General Strategy” chapters. The first gives you solid 
combat advice, while the latter contains general- 
purpose tips on how to stay alive and healthy 
throughout the single-player game. Rereading those 
chapters and then retrying those tough parts will 
eventually get you through. Remember: Each time 
you retry a fight, you learn something new. (Also, 
remember that some luck is involved in any fight; 
you may be luckier on your next try!) 


Mission Performance 
and Urerades 


You receive an upgrade at the end of each mission. 
(This is usually an enhanced piece of gear.) The 
gear you get is predetermined by the mission (for 
example, at the end of Mission 1 you will receive a 
small weapon that enhances your left-handed strik- 
ing power), but the potency of the upgrade depends 
on how well you performed the mission. 


Specifically: In each mission, you can earn 
mission points. These points are earned for each of 
the following accomplishments: 


Antennas: Look for TVs and radios with antennas 
that you can grab. (If there isn’t an antenna, that 
TV or radio is just scenery.) Grab these antennas, 
twist them until you can hear a news report, and 
then listen to the report to score points. You don’t 
have to listen to the entire report in order to score 
the points. 
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Player Responses: At various times you can respond 
to characters or situations. An onscreen prompt 
appears when you can do this; press the action button 


This chapter Kicks off our walkthrough of ‘the erttire single-player game. (The next five 
chapters corttinue ‘the walkthrough.) These chapters dive jprecise directions for every ‘in-game 
task. both mandatory and optional. The only ‘thing we can't account for ‘is the actual combat; 
we give you strategies for handling ‘the toughest fights. but you shouldn't be sulptised ‘if you 


before the prompt goes away, and you react (often by 
saying something). Hach reaction scores points. 


Sonic Emitters: Sonic emitters are mysterious devices 
that emit a piercing sound (and affect the behavior of 
those around them). Destroy them to score points. 


Secondary Objectives: Most missions feature 
secondary objectives. Complete these objectives to 
score points. 


Investigator Sequences: Most missions feature 
investigator sequences (a.k.a. forensic sequences). 
During these sequences you must gather clues (often 
by using your forensic tools) and come to the right 
conclusions. The better you do in these sequences, the 
more points you garner. 


At the end of the mission you receive a bronze, 
silver, or gold upgrade based on how many mission 
points you scored: 


Bronze Upgrade: The lowest upgrade, given if you 
score less than 60 percent of the possible mission 
points. You’ll always receive at least a bronze. 
Example: At the end of Mission 1, the bronze upgrade 
is a roll of quarters (which slightly enhances your 
left-hand damage when punching). 


Silver Upgrade: If you score about 60 percent of the 
possible mission points, you get a silver upgrade. 
This upgrade is substantially more effective than 
the bronze upgrade. Example: The Mission 1 silver 
upgrade is brass knuckles; they deal more damage 
than the roll of quarters. 


Gold Upgrade: You only get the gold if you scored 
every possible point. This upgrade is much better 
than the bronze or silver. Example: In Mission 1, the 
gold upgrade is a small fist knife. 


As you progress through the game, you’ll find that 
upgrades make a, difference. If you consistently score 
bronzes, you'll have substandard gear, and things will 
be extra-tough; if you grab lots of gold, you can rely on 
your top-notch equipment for an extra advantage 
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Our walkthrough points out every possible area | 
where mission points are scored. Follow it carefully, l 
and you can grab the gold every time. 


A full description of each upgrade is given at the 
end of the corresponding mission walkthrough. 


Mission 1: Rack Better 


Antennas: 5 

Player Responses: 6 

Sonic Emitters: 3 

Secondary Objectives: Destroy 15 ceiling sacks 
— Investigator Sequences: None 


Post-Mission Upgrade: Fist weapon ‘ | 


The game commences with an intro movie showing 
Malcolm Vanhorn in a shabby hotel, pursued by a 
killer. He desperately phones the SCU and says he 
needs to warn Ethan Thomas (you) that he’s still in 
danger. (Refer back to the “Game Modes & Controls” 
chapter for a summary of events from Condemned: | 
Criminal Origins; this game is a continuation of that 
storyline.) Vanhorn hides inside a hotel room and 
peers through a peephole, only to see a killer slay 
someone outside. 


Elsewhere, you find yourself in a dingy bar. 
The bartender says you have a call from Malcolm 
_ Vanhorn; you wave it off. Shortly thereafter, you get 
+ into a fight with a strange man with metal teeth, 
knocking him unconscious. The bartender kicks you | 
out, and you collapse in the alley. This is where you 
| take control of Ethan and start to play the game. 


| GPS Maps 


Starting with Mission 2 you're provided with a GPS device. This 
device allows you to see overhead views of the mission area. 


We reprint those maps in our walkthroughs for easy refer- 
ence, and also mark the locations of important items on them. 


You'll notice that there are no maps for Mission 1, 
however. That's because you don’t get your GPS until Mission 
2. (Until then you're just a homeless drunk, so you don't have 
an SCU-issued GPS.) So watch for those maps starting with 
Mission 2; until then, just follow the walkthrough carefully to 
find all the important locations. 
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: A bum approaches and offers his hand. You slap it 


away; after all, you are a mean drunk. 

REACTION 
fe You AUTOMATICALLY STAND 

uP, THE Bum RUMMAGES ; 

= THROUGH SOME GARBAGE 


| AND MENTIONS THAT YOu 
| SMELL PRETTY BAD. Press 
| THE ACTION BUTTON TO ; 
SHOW HIM HOW YOu PEEL. 


The bum moves aside some debris and walks Í 
through the opening. Mimic him by moving to the 
opening and pressing the action button. Then follow 

him up some stairs. 


REACTION 

STAND BESIDE THE Bum 

As HE TRIES TO OPEN A 

GATE. WHEN You GET A 

Í REACTION OPPORTUNITY, | 

; | Press THE ACTION BUTTON 

@, Respond | 
TO KNOCK Him AsiDE AND 

| BREAK THE LATCH. 


The bum 
approaches 
a chain-link 
fence where 
he’s stashed 
some booze. 
In the process 
of rummag- 
ing around he 
wakes up a bizarre man with metal teeth—just like 
the one in the bar. 


“NOTE 


These guys. who always have metal implanted ‘in their 
faces {usually ‘in the teeth and gum area). are called 
nferi. We Tl call them by that name from now on. 


| THE InreR yumPs TO AIS 
= PEET AND MOCKS You. 
Press THE ACTION BUTTON 
TO REACT Quickly (BY 

: POINTING AT Him AND 

- YELLING BACK). 


The inferi now commands a series of vagrants to 
attack you. This sequence of fights is where you'll 
learn some combat basics. (Don’t be surprised if you 

A have to try it a couple times, especially if you’re 


playing on Hard difficulty.) — : 
e Land a third jab from either hand before the combo 


The first vagrant climbs over the fence right in timer disappears. 


4 front of you. Fight him with simple strikes from both 
your left and right hands. When it looks like he will 
strike you, step back to avoid the blow. Then move 
back in and throw more punches. He should fall 


TE 


~ If you take damage between strikes. wait too long 
WY vicky. Between sthikes. or get too far away from the 

enemy. your combo gets broken. Youll then have to 
start over. 


NOTE 


Whenever you perform the correct sequence of 
moves to set up a combo. a combo timer appears 
onscreen. Now you must land your final attack 
before that timer disappears. or you won't execute 
‘the combo. 
The "Single-Player Combat” chapter provides 
| extra ‘information on combos. Refer ‘to ‘it if you're 
having trouble. 


Another vagrant, this one wearing a gray jacket, 
4 climbs the fence to your right. Dispatch him in the i l 
} Go ahead and hit the vagrant with a one-two combo. 
same way, throwing punches whenever you have the 
opportunity and backing off to avoid taking punches TAE . 
za | in return. q “FIP 
Once you’ve defeated the second vagrant, a third q 
climbs the fence. The game shows a tip about how to 
block and parry. T this i using a poe RRE attacks hight. you can generally get ‘in two quick 
counterattack technique, blocking or parrying his ; ; : ss 
j i j l ' = jpunches—and then the bad guy counterattacks. The 
strikes and then immediately counterattacking with 4 L i ae i ; H ; 
dir aae F easiest way to get this combo done. therefore. ‘is to 4 
y . © quickly strike with two alternating jabs. then duck 
» back just far enough to avaid the ‘inevitable coun- 
© tehpunch for. alternatively. block ‘the courterpunch). 
Then move back ‘in and quickly land the final blow. 


Usually. enemies won't just stand there and take 
> three consecutive punches ‘in a row. If you time your | 


TIP 


Be sure to score at least one parry. Once you've 
accomplished a successful parry. you can continue 
the fight however you Tike. 


When you succeed with your one-two combo, 
“= | the game instructs you to perform a parry counter 
When the combo. To do this: 


| third vagrant ` © Parry an incoming attack. 
falls, a fourth 


_ vaults the fence. 
You now see a 
tip on how to Execute a parry counter combo. Once you do this, 
: perform a one-two you're free to finish this vagrant in any way you 
combo. To do this: | choose. The easiest way is to continue performing 

| parry counter combos. 


e Follow the parry with two quick jabs (from either 
hand or from alternating hands). 


° Land two alternating jabs (left followed by right, 
i | or right followed by left). 
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2x4 Nails ___ 
Domage 
Speed 
Reach 


Condition 


When this vagrant falls, the game gives you a 
tip about melee combat. Grab a 2x4 from a nearby 
garbage can. 


TIP 


NOTE 


Some combos. tike the parry counter. can be 
performed either with fists or with melee 
weapons. Others can only be done with fists or 
with weapons. Refer to the combo lists ‘in the 
“Single-Player Combat” chapter for details. 


if When this 
vagrant is down, 
= two more hop 
| the fence, both 
_ armed with 
| melee weapons. 
Now you've got 
to deal with two 
a enemies at once! 


Try to keep both enemies in view. Block or parry 


: 4 whenever possible, and back up if you’re getting 
OE E S O E GAEO © surrounded. Get in a quick strike whenever you can, 
health bar gets knocked down a full segment. grab | then go back to playing defense. 


one of these to restore ‘it. 


" rep 


Notice ‘that your health bar ‘is divided ‘into segments. 
(Check the health bar at any time by pressing the 
check ammo button.) 
There's no need to use a health Kit ‘if your health 
< is only depleted by a part of a segment. Damaged 
segments heal themselves ‘if you can avoid further 
damage for several seconds. | 
However. if you lose a full segment of health. that q 
segment will not be restored simply by waiting. In that 4 
case. use a health Kit to restore the empty segmert. 


Another 
vagrant jumps 
the fence. 
Like you, he’s 
armed with 
a 2x4. The 
easiest way 
to defeat him 


NOTE 
Your weapon will probably break soon. as 2x4s are 
not very durable. Listen for the loud crack that 
means the weapon will break on the next strike. 

When the wedpon breaks. grab a new 2x4 from 3 
the garbage can of a weapon from a fallen opponent. 
Or. just fight with your fists. 


=p 


Vagrants and other Influenced human enemies) 

will fight each other as well as you. It can there- 
fore be useful to back off and let them go at 
each other. 

If they do start to fight each other. you car 
either stand back and let one finish off the other 
{and then beat down ‘the winner). or get close and 
throw cheap shots at either combatant. We prefer 
to stand back and watch! 


Defeat both newcomers. You’ve now beaten the 


is to keep vagrants, but your victory is short-lived: The inferi 
performing suddenly jumps you and beats you down with a brick! 


parry counter combos, just like you did to defeat the 
last enemy. 


When you awaken, you’re still in the same spot. 


Use the health kits on the nearby TV if necessary. 


Also, consider grabbing a melee weapon (either a 2x4 
from the garbage can or something from the ground). 


_ APPROACH A GATE LEADING 
| AWAY From HERE. ArTeR A 
| PAUSE IT OPENS. Just PAST 


Bit, ow THE LEP. is THE The various pipes and conduits throughout the store 
f anoow oe m TN TORE. lm canbe used as melee weapons. l 
E Gia TE ANTENNA Or THE Since melee weapons pop up just about every- 
TV iw THE WINDOW, THEN | where you look. we wont constantly paint them 
a a eee out We assume that you] take whichever weapons 
HEAR A CRYPTIC MESSAGE DELIVERED BY A MASKED MAN. ` you prefer to fight with. (Refer to the “Weapons 
He TELLS You TO FIND SOMEONE; APPARENTLY HE $ | & Equipment chapter for more ‘information on the 
REFERRING TO VANHORN. E relative merits of each weapon.) 


We do. however. point out particularly damag— 

z FIP ‘ing. unique. of useful weapons (particularly firearms) - 
TIR whenever they appear. : 

The thick with antennas ‘is to move the right analog up noite nicer 

f stick until you can hear the broadcast clearly. Then. 

hold the stick steady as you listen. 

Over time. you may start to lose reception; when 

F this happens. slowly adjust the stick position until 

| things sound clear again. 4 

4 The amount of adjustment you need to make varies — 

4 from broadcast to broadcast. In some cases youTl need j 


After you hear the broadcast, Vanhorn pops up 
behind you. His body is mutilated; it is unclear if this 
is a hallucination or reality. 


At the back of the store are stairs leading up 
(to your right) and down (to your left). Take the 
stairs down. 


NOTE 


Downstairs. you noťice a piercing noise. This comes 
from a sofic emitter—one of many mysterious 
devices scattered throughout the city. Destroy 
them all to score maximum mission paints. 


He spits blood in your face, and then the vision Cif 
that’s what it is) clears. 


Go through the TV store door. 


Proceed 
through the 
front room of 
the TV store. 
None of the 
TVs or radios 


in this room There’s a 

have anten- crazed vagrant 

nas, so you down here. 

can ignore Beat him 

them. However, some of them do turn themselves on | down, remem- 

spontaneously.) | bering to block 
In the back room, there is a locked door on the | and parry; 


right with a vicious dog behind it; the dog barks furi- he has an 

ously when you approach. Ignore it; you can’t get AC support— 
back there. , essentially a 
metal pipe—and can deal serious damage. When he 
falls, strike again quickly to finish him off. 


ou > b G L D b L eee b b 


A wall cabinet down here has a health kit 
_ inside; grab it if you’re hurt. 
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Now you get a tip about chain attacks, which 
can be initiated by double-tapping an attack button £ 
and then following the onscreen prompts whenever 
the chain attack meter (a bar or series of bars that 
| LOCATE THE SONIC EMITTER | appears in the upper-right corner of the screen when f 


PON THE WALL AND SMASH.IT | you're fighting) is full. 
| WITH YouR WEAPON. Notice 


l THAT IP YOU STAND TOO „e NOTE 
CLOSE TO IT; IT DAMAGES e 
You. THATs A creeat Reason «=A bloody target ‘icon appears near the chain 

] TO SMASH IT QUICKLY! ie attack meter whenever youre ready to perform a 
=  chdin attack. Refer to the “Single-Player Combat” 
chapter for more details on chain attacks. 


NEWS 


| A crowing TV with AN 

l ANTENNA SITS NEXT TO 

| WHERE THE EMITTER WAS. 
| Hod DOWN THE ANTENNA 
| AND LISTEN TO A MESSAGE 
| PROM THE MASKED MAN 

| ABOUT THE EMITTERS. 


Perform a chain attack on the enemy. Remember: 
double-tap either attack button to get started, then 
follow those onscreen prompts. 


TIP 


If you get ‘it wrong. Hit the thug with standard 
attacks until the bloody target ‘icon appears again. 
Then double-tap to start the chain attack sequence 
once again. 


Consider grabbing a crowbar from the floor down 
here. Then go back to the stairs, but beware: Another 
thug has come into the TV shop while you were 
downstairs. He stands atop the stairs and tosses TVs 
down at you. — NOTE 
Stay at the bottom and move aside as each TV y 
falls. (Getting hit with one inflicts serious damage.) F The onscreen prompts are different each time. so 
Then, when the thug runs away, chase him upstairs l don't make assumptions! Wait for ithe prompts. 
and kill him with melee attacks. ’ iiaia j m 


NEWS 


Next the : 
game gives you 
a tip about envi- 
= ronmental kills. 
These are kills ! 
| that you can 
perform when 
an enemy falls 
- to his knees. | 


TAKE ANOTHER SET OF 
STAIRS LEADING uP. FIND 
ANOTHER TV WITH AN 
ANTENNA ATOP THESE 
STAIRS; LISTEN TO THE 
MESSAGE. 


A new enemy appears. Knock him down Cit only 
takes a swat or two from your weapon) and he falls 
to his knees in a defeated state. Approach and press 
both attack buttons simultaneously to get him in a | 
headlock. 


Go through 

a row of TV 
stands. A thug 
smashes his 

way into the 
room, sealing 
you behind the 
stands. Approach 


Now, look around. Notice that a skull icon has 
appeared on some of the TVs. Walk the thug into one | 
of the TVs. You automatically smash his head into it, 


a spot where you ` thus performing a finishing move. 
can use the action button to push aside a stand and | 


clear a path. (You may also need to kick a few boxes | | 
aside to get into the main room.) 


Approach 
_ the boarded-up 
Fwindowsonone | = == 
side of this room. | Farmen 

A third thug 
bursts through 
the window, 


Tarmen are mysterious creatures that have suddenly 
appeared in the city. Their name comes from the black, 
gooey substance that they seem to be made from. Any area 
attacking you. ` they inhabit tends to be covered with this stuff; in some 


This one is ` cases you'll also find ceiling sacks, which enclose dormant 
covered in some sort of strange tar. Kill him like the tarmen like gooey cocoons. If you happen to get too close to 
4 others, using chain attacks to make the fight easier. a ceiling sack, the tarman bursts out and grabs you, dealing 


massive damage. (Fortunately, you can destroy these sacks 
from afar by throwing weapons at them.) 


REACTION 


HEAL uP IP NECESSARY, Tarmen are exceptionally fast and deal good damage 
USING HEALTH KITS PROM when they claw at you. They also tend to appear in packs. 
A WALL CABINET. THEN Fortunately, they aren't very durable; a good kick ora 
APPROACH THE OPEN whack from a weapon is usually enough to kill one. There- 
WINDOW THE LAST ENEMY fore, half the battle is figuring out where they are and 


intercepting them with an attack before they get too close. 
It's important not to let them ambush you. 


BURST THROUGH AND PRESS 
THE ACTION BUTTON TO 


climb out. Now You RE on While any attack works against tarmen, kicks are gener- 

A PIRE ESCAPE OVERLOOKING A STREET. ally the best. Kicks have great range, and they're powerful 
4 enough to kill a tarman in one strike. Also, since tarmen like 
OVERHEAD is A HELICOPTER, BELOW, VANHORN |$ to hug the ground, a low kick is less likely to go over the tar- 


WALKING DOWN THE STREET. Quickly PRESS THE ACTION man’s head than a melee strike. 


BUTTON TO YELL AT VANHoRN. HE IGNORES You. : : ‘ 
If you suspect tarmen are in the area, consider backing 


mà | into a corner to limit the angles they can attack from. Then 
Down below is a ferocious dog. Drop down and intercept them with kicks just as soon as they get close. 


attack it. If it grabs you, watch for an onscreen If a tarman manages to get close to you, try to parry and 
prompt; repeatedly press the indicated button to then quickly counterattack. 
shake loose. Strike the dog a few times to kill it. 


nonini 


Grab a health kit from a broken locker on the 
left, if necessary. Then go right and press the action 
button to open a gate leading to the street. 


SONIC Ost. ann 


KEEP WALKING DOWN THE 


STREET. YOU APPROACH A 
Stand back after pressing the button; the gate 


knocks over some flammable barrels, which eventu- 
ally explode, fully opening the gate. 


TAR-COVERED CORPSE; THE 
STREET DEAD-ENDS, BUT 

You CAN TURN RIGHT. Do 
60, AND NOTICE A SONIC 


EMITTER HIGH ON THE WALL. 


THROW YOUR WEAPON AT IT. 


le YOu miss, LOOK FOR A BIG PILE OF BRICKS NEARBY. 
You CAN GRAB AND THROW BRICKS UNTIL THE EMITTER 
I5 GONE. 


NEWS — 


NEAR THE EMITTER, FIND A 
TV IN A WINDOW DISPLAY. 
GRAB THE ANTENNA TO 
LEARN MORE ABOUT THE 


The helicopter makes another pass overhead, 
warning residents to stay indoors. When it leaves, 
turn left and start moving down the street. 


> 
SONIC EMITTERS EFFECTS 
ON BIRDS. 


a 
3 
a 
a 
a 
a 


As you proceed, you catch a glimpse of several 
bizarre creatures up ahead: tarmen. 
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When you reach a burning car, veer into an 
alcove on the right. A red wall cabinet in the alcove a 
i holds a health kit. Then take a left and keep follow- 
Proceed ing the street. 
down the 
street. (You 
can take a 
couple of dif- 
ferent paths, 
either veering 
left and follow- 
ing the street 
or entering a 
door beneath the destroyed sonic emitter.) Hither way | 
you go, you’ll eventually reach a door completely sur- 
rounded by tar. Go through it. 


REACTION 

| (IMMEDIATELY TURN LEFT | 

| AND OPEN A SECOND Go past a series of corpses frozen in a tar spill. 
poor. Now you sé€ Approach a gate and tip over a fuel barrel. Then 
VANHORN UP AHEAD, stand back while the fuel trickles down to the i 

Í ENTERING A MEDICAL burning car, ignites, and blows open the gate. 
SUPPLY sTORE. THE HELI- Just past the gate, a series of tarmen attack. 

| COPTER 16 BACK OVERHEAD, Intercept each one with a punch, a weapon strike, 
Quickly PREss THE ACTION or (best of all, and recommended) a kick. Just one i 

BUTTON TO HAIL VANHORN ONCE AGAIN. attack is enough to destroy each of them. Start 


ONCE ACAIN, HE IGNORES You: moving again only when no more are forthcoming. 


Go through this door and turn right. Walk forward | Move ahead 
a bit. A couple of thugs are up ahead. Advance very and notice a 
carefully, and be alert: the first thug you see will _ metal scaffold- 
likely run and hide; it’s actually a different thug _ ing on the left. Í 
who’s likely to attack first. Back up when he does, so Kick a few more 


you don’t end up fighting both at once. tarmen as they 
approach, then 


i Notice that while one of them is completely 
i 7 i ae inspect the scaf- Í 
i covered in tar, he is not actually a tarman; he’s just | folding carefully. 
| a thug who’s covered in the stuff. On tb ae aide : 
i Kill both thugs in turn, using chain attacks | is a place where the bars form a ladder. Approach it 
when possible. | and climb the ladder onto the scaffolding. | 


TPE 


These guys are pretty tough. Any time you have 
| difficulty with a fight. consider using the raging bull 
technique desctiibed ‘in the “Single-Player Combat” 
chapter (throw a weapon at the enemy's head. then = | 
sprint attack. then stike the enemy while he's down) | 


i Walk along 

í the scaffolding 

until the planks 
| underfoot break 
and you fall 

_ through. Get | 
up and move 
forward. 


F to quickly deal with Kim. Or. simply fight a careful 
defensive battle. jparrying frequently. courtterattack— ie ; 


they re available. ` dog appears on your right; eventually it runs off, | 
AOSE only to meet an unseen (but heard) fate. 
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Move forward 
and climb 
another ladder 

ma | onto a second 
scaffolding. Then 
move ahead and 
drop down. Turn 
left. Now you’re 
looking into a 
tar-covered alley with stairs leading down. 


Walk down 


the alley and 
kick a tarman 
who emerges 
from the other 
end. Take the 
stairs down. 
Another tarman 
is down here, 
feeding on the dog’s remains. He runs off as you 
approach. A cabinet holds two health kits. Heal up 


Turn around and squeeze past an air-conditioning 
unit to access the other side of the roof—but beware 
a tarman who bursts free of a tar-covered wall. 


Smash the tarman and open an orange locker 
containing a health kit, then heal up. 


if necessary, then backtrack up the stairs and keep Look for a 
following the alley. pile of plywood 
on the roof. 


Approach it and 
move it aside to 
reveal a hole. 
Drop through 


Eventually 
_ you find your- 
self in front 

_ of the medical 


the hole. 
A supply store ' j 
that Vanhorn l Now you’re in the medical supply store. Feel free 
disappeared | to grab a prosthetic arm from a nearby shelf; it 
Í into. The front makes an effective (and creepy) weapon. 

4 “meme door is locked, You’re now in a maze of shelves. Gradually work 
but look up: There’s a fire escape ladder inside a your way through it, bearing left whenever you can. 
metal housing. Throw a weapon into the red-painted Go through a pair of black doors, one of which is 
base of the metal housing to make the ladder drop. | Open. This leads you to a room with a glowing TV. 


(There’s a pile of bricks nearby, if you need some- 
thing to throw.) 


NEWS 


Climb the ladder, but beware: When you reach the | GO GRAB THE ANTENNA 


top, a stream of tarmen attack. Stay back and hug 
the edge of the rooftop, meanwhile throwing kicks 
each time a tarman approaches. 


| AND LISTEN TO ANOTHER 
| MESSAGE FROM THE MASKED 
| MAN, URGING YOU TO FIND 


FONIC | VANHORN. 

| WHEN THE FLOW OF TARMEN 

| stops (BE cAReruL; ITs EASY | 

| To THINK THEY RE DONE Just past the TV room, look for an alcove with 
WHEN THERE ARE sTILL more | & lever. (There’s an orange light above the lever.) 
ON THEIR WAY), Go TO THE Throw the lever to open a door deeper in the store. 

| LEFT (IDE OF THE ROOF AND Watch through the unbreakable window as a few 
OOK AT THE NALL OFA _ thugs run through the door. 
BUILDING ACROSS THE (TREET | Also notice a wall cabinet with a health Kit. 


TO SPOT A SONIC EMITTER. GRAB A BRICK FROM A NEARBY 
PILE AND THROW IT TO SMASH THE EMITTER. 
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Backtrack to the main part of the store and fight 
the three thugs. They tend to hide behind shelves, so 
be careful. Avoid fighting more than one at once by 
backtracking once you start to fight. And remember 
your chain attacks: these are the most potent attacks 
in your arsenal! 


NOTE 
The game shows a tip about hook attacks. which 
are performed by pressing an action modifier 
button and ‘then quickly ‘tapping an attack button. 


Try to score at least one hook against one of 
these thugs—preferably after a parry. 


TIP 


Remember to firish off enemies with environmental = 
kills whenever possible. Environmental Kills score lots | 
of chain attack points; when you accrue enough of | 
these paints. the chain attack ‘icon appears and you 
can perform another chain attack. 


Make your 
way to the 
gate that you 
opened with 
the lever. Go 
through it and 
then through 
a second door, 
into a stairwell. 
Make sure you 
have a melee weapon, then go down the stairs. 


REACTION 
i DownstTAies, You çEE 

| VANHORN THROUGH some 

| GlAss. APPROACH Him AND 
PRESS THE ACTION BUTTON 
TO SPEAK TO Him. BeroRe 
B HE CAN REPLY, A TARMAN 
DRAGS Him OFF, SMASHING 


Climb through the smashed window. Now you’re 
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bearing right, 


E THE WINDOW IN THE PROCESS. | 


in a tar-filled area. Advance through it very carefully, — 


until you can 
see some 
sacks hanging 
from the 
ceiling. Pause 
here without 
approaching the sacks. 


Wait here and smack down a few tarmen who 
very slowly and gradually approach. When no more £ 
are visible, veer left, hugging some shelves and still 
avoiding the sacks. 


When you reach the wall, turn right and keep f 
moving slowly. Look for a pile of bricks on a table up 
ahead. There’s a sack above the table; it’s quite hard 
to see. Don’t get close to the sack. Instead, aim care- 
fully and throw your melee weapon to destroy it. f 


OBJECTIVE 


A secondary objective now appears: Destroy al] 15 { 
= of the ceifing sacks. 


If you get too 

close to a sack. 

a takman bursts 

out and grabs you. 
| giving you a good 


scare and dealing 

damage. You Tl ‘then 
have to rapidly tap the attack buttons to free 
yourself. This isn't a pleasant experience. so be 
careful and don't get under ‘the sacks. 


Approach the pile of bricks, and beat down 
any stray tarmen who attack you. Now start grab- 
bing bricks and throwing them at ceiling sacks, 
destroying them. 


Proceed very, very carefully around this area, 
destroying sacks as you see them and returning 
for a new brick each time you throw one. Use your 
flashlight to carefully reveal sacks before you get too 
close to them. 


Also keep an eye out for walking tarmen. 


When you 
reach the other 
end of this 
room, you’ll see 
a wall cabinet 
with two health 
kits. Kill any 
walking tarmen 
here, then heal 
up if necessary. Destroy two ceiling sacks to the left 
of the cabinet, then veer right. 


amannan matin me Tree rman nett 


Move 
forward until 
you see a 
couple of oper- 
ating rooms 
Cone on each 
side). Grab a 
pipe from the 
one on the 
right, get back out into the corridor, and look up: 
There’s a particularly hard-to-see sack on the ceiling 
just past these rooms. Toss the pipe to destroy it, 
then reclaim the pipe. 


Go ahead and turn left. Look into another small, 
tar-covered room. Kill a walking tarman, then slowly 
peek into the room. On your left is another sack; 
throw the pipe to destroy it, then grab the pipe again. 


Veer right 
' and enter a 


move through 
it. At the other 
end is the 15th 
(and final) 
sack; destroy 

it to complete your secondary objective. (If this 
wasn’t the 15th, backtrack to where you first started 
encountering the sacks and look for any you missed.) 


b b b b o o b b b b b b b 


| the last sack, 
` ona shelf, is a 


| it and then 
| move forward 


Underneath 


shotgun. Grab 


and left, into 
another operat- 
ing room. 


Your vision gets hazy in here, and a tarman 
attacks. Back into the best-lit corner and either kick or 
fire the shotgun to destroy him. If you get hurt, wait 
under the light until you’ve healed as much as possible. 


ammen teem 


MAR pene e manen yn weereens 


Now advance, using the shotgun to gun down another 
tarman just ahead. Veer right and approach a ledge; 
Vanhorn seems to be suspended in tar on the other 
side. Press the action button to climb across it. This 
brings you directly into another ambush by an inferi, 
who once again raises his brick to pound you. 


TIP 
If you tinger too long ‘in the operating rooms. an 


endless supply of tarmen start to appear. It pays 
to look for the ledge and get across ‘it quickly 


However, the scene quickly dissolves, and 
you find yourself back outside the bar where you 
started the level. Was everything that just happened 
a hallucination? 


Regardless, Jon Dorland and Angel Rosa of the 
SCU have arrived. They chase off the inferi and 
play a tape of a message from Malcolm Vanhorn. 
They want you to help them investigate the Vanhorn 
matter; it seems you have little choice but to agree. 
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Gold: Fist Knife—Substantially upgrades damage from your 


Ftst Weap on Upgr ade left fist. Your left fist is now slightly more damaging than your — l 


Based on your performance during the mission, you now right, so from now on you should favor it whenever possible. £ 


receive either a bronze, silver, or gold upgrade. This Note that in addition to dealing extra damage, these 

upgrade stays with you for the remainder of the game. fist weapons cause the enemy to recoil a little more thanhe | 

Bronze: Roll of Quarters—Slightly upgrades damage from ~ Otherwise would. | 

your left fist. However, your left fist is still a bit weaker than If you scored the gold upgrade, try to get in the habit | a 

your right. __ of starting fist attacks with your left hand rather than your 

Silver: Brass Knuckles—-Moderately upgrades damage from right from now on. This will help you take full advantage of 

your left fist. Your fists now deal roughly equal damage. your upgrade. l a 
Mission 2: Preston Hotel 

‘Ante iA You’ve grudgingly agreed to return to the SCU, if 


only on a temporary basis. Now you find yourself 
_ Player Responses: 5 2 at the Preston Hotel, the locale from which Malcolm 
Í Sonic Emitters: 3 ; Vanhorn made his desperate phone call. 


Secondary Objectives: Destroy 4 meth labs : You’re accompanied by agents Jon Dorland (who 
F for some unknown reason has a real problem with 
| Investigator Sequences: Several y p 


: j you) and Pierce LaRue. In a nutshell, your task is to 
` Post-Mission Upgrade: Flak jacket 4 find Vanhorn and figure out what happened here. a 


l 


A) objective | just AFTER THE 
| HELICOPTER DROPS You 
+| Health Kit 


ON THE HOTEL ROOF, 
DorLAnDb Gives You 
| A Lecture. Press THE 


£ Weapon 
BD) Licker 
pres 

Ge) Antenna 


Sonic Emitter 


ACTION BUTTON TO 
REACT TO HIM. 


HELICOPTER i 

DROPOFF POINT 
DOWN TO 
PIPTH FLOOR 


Now follow the onscreen prompts as 
they tell you to check the ammo on the 
riot gun you just received. f 


Rosa now gives some instructions over 
the radio. After listening to them, and to 
the subsequent chat between Dorland and 
LaRue, follow Dorland as he runs off to ? 
the right. 
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Dorland opens a door. Follow him through it into a small 
rooftop shed. Open the SCU lockbox inside and use the ammo 
it holds. Now you should have a full complement of eight riot 
gun shells. 


LEGEND 


Follow Dorland downstairs. (You auto- ca 
matically hop over a hole in the stairs.) O cbecrwe 

Enter a hallway and turn right; Dorland E) Healeh kit 
is up ahead. LaRue follows you. a] Weapon 


DORLAND 
MOVES BOARD 


When you reach Dorland, he orders 

you to go down a side hall. Investigate 
it. There’s a crazed addict down at the 
end, but he slides through a gap in the 
wall that you cannot squeeze through. 


me Return to Dorland. 


STAIRS DOWN 
FROM ROOFTOP 


HOLE TO 
POURTH 
FLOOR 


rererere meerns 


and hurl the bottle into the lab to set it ablaze. Now 
retrieve your riot gun. 


NOTE 
=| | WE |) E There's a health Kitin the bathroom of Room 513. 


the boom Hight next to the meth lab; remember ‘it ‘in 
case you get hurt and want to come back here later. 


NOTE 
Dorland moves forward and stops at the corner. Tou cat ss o drink fiquor To me o a e - 
LaRue points out a meth lab in Room 512, visible | u - hall. ns gas y ee ae ae ee ie : 
through both the door and a hole in the wall. | mproving your aim. A fiquor bottle ‘icon appears on 


the Fight of your screen ‘if you do this; as long as 
mà | D> OBJECTIVE it's at least partially full. you're benefiting from 
7 Destroy afl four meth labs ‘inside the hotel. 


the dim-steadying effect. 


Destroy the lab. You could do this by shooting it 
; but each bullet is precious. Instead, trade your gun 
for a liquor bottle in the hall. Then open the door 


, 
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NEWS a 


Duck UNDER A BROKEN 
HALP-WALL. UP AHEAD 

is A aLowinG TV. Hord a 
THE ANTENNA TO HEAR A 
NEWS REPORT. 


LEGEND 
O objectwe 
+| Health kt 
E Weapon 
Locker 


Antenna 


Te RE SE ER Ee PP POT EET 


Go around the corner and proceed down the hall. 
Note a hole in the wall on the left, covered by a 
board. Dorland slides the board aside and tells you to 
go through. 


ELEVATORS 


Press the action button to duck through the hole 
and into a dining room, but be prepared for an addict 
who rushes you on the other side. Put a bullet in him. 


SY Sorc Emitter 


` 


Meanwhile, Dorland and LaRue are shooting at a 
thug (who’s armed with a shotgun) on the other side 
of the wall. 


Carefully make your way through the dining 
room, bearing right. Watch a hole in the wall. If 
the thug is still alive, shoot him through the hole. 


HOLE PROM 
PIFTH FLOOR 


ETE EF ETRATEP RE ESSE TTOESII Ta THETET =a 
a NTA n ISS an 


Hither way, once he’s down, go through the hole into m z 
another hall and check his shotgun for extra ammo. | Past the TV 
dt uses the same ammo as your riot gun.) 


is a bathroom 

with a hole in 

the wall. Drop i 
through the 

hole to the 

fourth floor. 


NOTE 


The medicine cabinet in Room 588 contains a health 
Kit. Go grab ‘it ‘if you're ‘injured. Otherwise you can g 
stay in the hallway. E| 


sre ep mapper 


Downstairs, f 
go through the 
hotel room and 
into a hallway, where forward progress is blocked by 
piled debris. Turn right and move ahead; Dorland and i 
LaRue come up behind you and join you. 


Follow the 
new hallway to 
where Dorland 
is standing. 
Nearby is 
Room 507. 
Open the door 
to this room. 


Move ahead, 
into an eleva- 
tor lobby. Rosa 
now calls on the 
radio; you auto- 
matically pull i 
out your field kit. | 


| Rosa tells you 
that you’re prob- 
ably looking for two bodies: Vanhorn and a second, 
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who might possibly be a police officer, as a .38 
caliber shot was heard on the phone call. 


FORENTIC 
| THis 1s NOT A TRUE FOREN- 


sic SEQUENCE, BUT RATHER 
A PIELD KIT BASED 


If you explore 
the new hallway, 
it quickly comes 
to a T junction. If 


m | ) 5 QUESTION-AND-ANSWER | you take a right 
| SEQUENCE. WHEN THESE | you can enter 
SEQUENCES OCCUR YOUR TASK | Room 406, where 
q Ip TO SELECT THE MOST | a comatose addict 
ma APPROPRIATE QUESTIONS OR | has passed out on a toilet. Kick him to put him out of 
RESPONSES, BASED ON WHAT HAS HAPPENED UP TO THIS | his misery. 


POINT IN THE GAmE. | 
| Now return to the T and go left. Enter a series of 


m | DURING THIS FIELD KIT QUESTION-AND-ANSWER | rooms and take a look around. There are health kits 
SEQUENCE, ASK. THE FOLLOWING QUESTIONS. | in a medicine cabinet in Room 404’s bathroom, but be 

ANY ORMICERE REPORTED IN THE AREA DURING TUE careful—as soon as you go in there, an addict comes 

TIME OF THE CALLO. | in from behind! Spin around immediately and shoot 


i | him. 
° ls THERE A COMMUTER TRAIN THAT PASSES NEAR | 
THE HOTELS. | Watch out for a pair of thugs back here. One likes 


| to hide in a room without a door, behind a wall, while 
the other lurks in a laundry area. 


REACTION 


yer 


| ÁPTER THE QUESTION- | 
Í AND-ANSWER SEQUENCE, | 
| DoRLAND PRIES OPEN AN | | 
| ELEVATOR DOOR. Press THE 
| ACTION BUTTON TO ASK Him 
WHAT HE 5 DOING. 


Once you’re 
done exploring 
= the fourth floor, 
return to the 
elevators and 
press the action 
button to jump 
into the open 
shaft. You grab 
a ladder and start sliding down, but the ladder col- 
lapses and you fall to the bottom. 


After Dorland succeeds in opening the door, he 

jumps into the elevator shaft and slides down a 
ladder. You can either follow him immediately or veer | 
m right and explore a new hallway. | 


NOTE 


m | © Since you asked Rosa all the Right questions 
during the field Kit sequence. explotiing this 
hallway ‘is purely optional. Had you asked ‘incor- 
rectly. the team wouldn't have realized you re 
‘in the wrong part of ‘the hotel—and youd be 
forced to poke around back here until you did | 
figure it out. 4 ELEVATOR SHAFT 
So why bother with the hallway? You niight E a 
want to check ‘this area out. just for the sake : 
of seeing every palt of the game. If you don't | LEGEND 
care about this. skip the next two paragraphs o o 
and resume at “Once you're done exploring the 
fourth floor...” 


i> iè iè is 
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‘OUTDOORS 


REACTION 


Quickly PRESS THE ACTION 
BUTTON WHEN DORLAND RADIOS 
To Ask iP You RE OK. You TELL 
HIM You RE PINE. 


Immediately 
after replying 
to Dorland, 
you realize 
that the eleva- 
tor is about 

to collapse on 
your head. 
Quickly face 
the elevator 
door and press the action button to pry the door 
open and escape the shaft, just before the elevator 
comes crashing down. 


You have now lost contact with Dorland and LaRue. 


Move through 
the elevator 
lobby. Since you 
lost your gun 
in the fall, grab 
a bedpost from 
some stacked 
furniture. The 
radio instructs 
you to advance to the main hotel lobby to reunite 
with your team. 


Take a peek through some glass doors into a 
ballroom. The doors are locked, but you can see thugs 
back there. Turn right and enter a hall. 


A heavily 

= muscled speed- 
baller pops up 
from the left. 
Fight him. 
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These guys are essentially the same as typical thugs—save 
that they re stronger, more durable, and just plain more 
dangerous. Because of this, treat them with extra caution. 


If you have a gun, use it on these guys. They're danger- 
ous enough to be worth the bullets. Parry and counterat- 
tack rather than bashing away. If you have a weapon with 
some range, backing off after each strike can be very 
effective as well. 


Chain attacks are the best possible way to kill these 
guys if you don’t have a gun. Watch for the chain attack 
icon in the upper-right corner of the screen, and initiate 
one whenever you see it. Chain attacks not only deal great 
damage, but they also are a very “safe” way of fighting, as 
the speedballer can’t fight back during the chain. 


Look for an opportunity to kick or follow up right after 
a successful chain attack, as the speedballer may take a 
moment to recover. 


If the speedballer falls to his knees, grab himina 
headlock and look for an environmental kill opportunity. If 
none exists, just snap his neck with the right trigger. 


When the 
speedballer falls, 
proceed into the 
hall and take 
a left when it 
dead-ends. (You 
can see 
a meth lab 
through a wall; 
don’t worry, we’ll get there soon.) 


: Approach a 

_ spot where more 
| glass doors give 

| another peek into 
_ the ballroom. 

_ These doors are 

| locked for now. 

_ Turn around and 
enter a kitchen; 
note the distinctive sound from a sonic emitter. 


A tip pops up, explaining that you can use your 
spectrometer tool to locate sound sources. 


ee 


CONIC 
| TAKE ovT THE sPEcTROmM- 
| ETER TOOL AND ENTER THE 
| KITCHEN. Notice HOW THE 


F NUMBER ON THE SPECTROM- 
| ETER SCREEN GOES uP As You 
[| GET CLOSER TO THE EMITTER. 


| Go LEFT AND HOOK AROUND 

A WALL. THE SONIC EMITTER 
I$ STUCK TO THE WALL, uP HIGH. PUT THE csPECTROMETER 
AWAY AND THROW YOUR WEAPON AT THE EMITTER, OR 

RUN UP AND (MASH IT. 


Explore the 
rest of the 
kitchen. A thug 
runs in from the | 
direction of the 
ballroom; elimi- 
nate him if he 
approaches. 


Now, look for a hole in the kitchen wall that 

gives a good view of the meth lab you noticed earlier. 
There’s a convenient brick pile here. Grab a brick 
and toss it into the lab, destroying it. That’s two 

labs down. 


The doors to the ballroom have now opened. Exit 
the kitchen and enter the ballroom. Make your way 
left, around a bunch of stacked tables. 


Look for a lighted table with a baseball bat on it. 
Quickly grab the bat (if you don’t have a gun) and 
then sink back into a corner; you must now fight 
three thugs. 


Fight the thugs care- 
fully, using parry coun- 
ters and making the 
most of your baseball 
bat’s reach. If more than 
one approaches at once, 
use walls and obstacles 
to prevent more than 
one from attacking you 
at once. Watch out for 
thrown weapons; you can 
block these like any other 
attacks. 


Use chain attacks as 
much as possible. When 
a thug falls to his knees, 
if you have the time, 


a a b b G b b b b ee ed 


BLOOD SPLATTER 


| 
| 
i 
i 
| 
i 
| 
| 
| 


POLICEMAN 


perform an environmental kill by 
slamming his head into the table. This gets you lots of 
points toward your next chain attack. 


When the third thug falls, you’re in the clear. Make 
your way through the ballroom until you find your- 
self outside the hotel. 


Climb some 
steps and notice 
_ the liquor 
- bottles (and the 
shotgun beside 
| them). Press 
and hold the 
action button 

"| to take a drink 
from one of the 
bottles; this calms your nerves and improves your 
accuracy. That’s a good thing, because you’ll be doing 
some shooting soon. Ignore the shotgun, as there’s a 
better weapon nearby. 


LEGEND 
oO Objective 
+) Healeh kie 


fa Weapon 
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Go through 
the lobby and 
press the action 
button to slide 
past a luggage 
rack. There’s a 
policeman’s body 
here. Approach 
the body and 
press the action 
button to start a forensic sequence. 


FORENSIC 


Look for a battered silver locker nearby. Approach 
it, open it, and grab a health kit and riot gun from 
inside. Max out your ammo using the ammo box 
inside the locker. Then go around the corner and 
approach the sounds of rioting. 


Climb up a couple of steps and take aim at a pack 
of rioters. Some of these are armed with assorted | Ros& Asks You TO ID THE Bopy. Do THE FOLLOWING: 
guns; others aren’t. Quickly blast anyone in sight. 
Then sink back, letting any survivors get a little 
closer to you, and pop out again to finish the survi- 
vors with more aimed shots. e COLLECT THE BADGE AND select Porce BADGE #46.” 


e ” 
© ExAmiINE THE PACE AND SELECT DULT MALE. 


0 


Ce > 
© ExAmin€e THE CLOTHING AND sELECT POoLice UNIFORM. 


Finally, slowly advance and shoot anyone lurking | THEN suBmiT THE EVIDENCE. 
behind the corners up ahead. 


Restock ammo from the shotgun of a fallen rioter. 
(Or go all the way back to the locker to restock 
ammo.) Then turn right and approach the entrance 
to the north end of the hotel. 


CONC cna mem 


Next, RosA Asks 
YOu TO DETERMINE THE 
cAuse oF DEATH. Do THiS! 


© ExAmin€ THE BULLET 


WOUND IN THE BACK AND 
fe ” 
sELEcT Torso AREA. 


| JYST PEPORE YOU ENTER 

i THE HOTEL DOORS, LOOK uP, 
| THERE s A sonic EMITTER 
STUCK TO THE WALL, WELL © FINALLY, SELECT “Exit WOUND. 
ABOVE THE DOORS. CARE- 
PULLY PUT DOWN YOUR 
SHOTGUN, THEN LOOK POR 


j r az ' ” 
© Next, sELECT GunsHoT WOUND. a 


SUBMIT THIS EVIDENCE. 


A TEMPORARY WEAPON ON | FINALLY, ROA Asks iF 
i THE GROUND. GRAB IT AND HURL IT (OR SHOOT IT) TO | THE BODY HAs BEEN MOVED. 
DESTROY THE EMITTER. THEN GRAB YOUR GUN AGAIN, Do THis! 
(You LL GET A SECOND CHANCE AT THIS EMITTER | $ TAKE out Your UV LIGHT 
: LATER, BUT WE PREFER TO TAKE CARE OF IT Now.) | AND FOCUS IT ON A BLOOD 


TRAIL (NOT THE SMALL AMOUNT OF POOLED BLOOD NEAR 
THE OFFICER, BUT THE TRAIL LEADING AWAY FROM Him). f 


REACTION 


ENTER THE HOTEL. just APTER YOU GO THROUGH THE 


te ” 
: $ (erett Boop TRAIL. 
poors, DORLAND CONTACTS YOU ON THE RADIO; QUICKLY 


| ” 
RESPOND TO HIM. | Serect Victim CRAWLED. 


CUBMIT THIS EVIDENCE TO COMPLETE THE FORENSIC f 
SEQUENCE. : 


Move a small 
sofa and start 
down a short 
hall. df you 
wish, you can 
periodically take 
out your UV 
light to verify 
the trail, but 
always put it 
away the instant you sense danger. Otherwise just 
follow our directions.) 


From THIS BATHROOM, WALK 

INTO THE ADJACENT ROOM AND 

THEN GO THROUGH A DOOR TO 

| Access Room 103. Look uP ON 
THE WALL AND LOCATE THE 


EMITTER. THROW SOMETHING 
TO DESTROY IT, THEN RETURN 
l TO THE CORRIDOR. 


NEWS 
A | Proceed down the hall to Room 101. It’s locked, but 
AE just past it and a speedballer bursts out through 
HALL, TAKE A RIGHT AND | ii ma a a p ae je K a 
Locari Boonen Eo | e wall. If you COn SEINE your ammo well, you s gu 
| have enough bullets in your current gun to shoot him 
INSIDE, BUT WATCH FOR A i 


| down. Otherwise, defeat him using parry combos and 
THUG WITH A .28 PISTOL IN 


$ 

| chain attacks. 
THE BATHROOM. GUN Him | 
DOWN WITH YOUR SHOTGUN. | 


NEWS 


Now, GRAB THE ANTENNA 
OF A RADIO IN THIS BATHROOM AND LISTEN TO A NEWS 
REPORT. ALso TAKE A HEALTH KIT IP NECESSARY. | 


Enter Room 10! THROUGH 
THE HOLE THE SPEEDBALLER 
JYST MADE. Hob THE 
ANTENNA OF THE TV IN 
THERE TO HEAR ANOTHER 


Look for Room _ | 
105. Open the | 
door and enter; 
gun down a 
thug hiding in a 
corner. Then turn 
left and proceed 
through a broken 
wall into an adja- 
cent room. 


NEWS REPORT. 


Get back to 
the corridor 
and backtrack 


UPWEKE | slightly to a 
laundry area. 
Exit back into the corridor, where a blood trail ends | Beat down an 


at Room 103. (You can hear a sonic emitter inside emaciated addict 
Room 103.) _ in here, then 


look for a door 
labeled Service Elevator. Go in there to start another 
forensic sequence. 


FORENSIC 
e TAKE out Your VV LIGHT 
AND AIM IT AT THE ciRcu- 
LAR BLOOD SPOT NEAR THE 
ELEVATOR DOOR (NOT THE 
BLOOD TRAIL LEADING OUT 
OF THIS ROOM). 


fe 
e Serect OutTwArp 
4 ” 
PATTERN. 


a a b b b b b b b b b & b 


fe » 
e ÇeLecTr Vic DROPPED Prom ABOVE. 


Room 103’s door is locked, but you can go past it and 
enter an adjacent room’s bathroom through a hole in 
æi the wall. Do so. As you enter, a thug runs in behind 
you; blast him. Take a health kit from the mirror 
cabinet, if necessary. 


SUBMIT THIS EVIDENCE TO COMPLETE THE SEQUENCE. 
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Sonic Emitter 


et 


AmPuSH 
ROOM 


Pick up a 
pistol from in 
front of the 
elevator door. 
Then use the 
action button 
to pry open the 
elevator door 
and climb up 

a ladder to the 
second floor. 


Upstairs, go through a door into a laundry area, 
and then turn left to access the main hallway. 


NOTE 
You can explore the second floor ‘in any pattern 
you Tike. Qur recommended sequence is just one of 


many. There are a few wandering thugs and addicts 
up here; gun them down as you see them. 


| Look for a | 
shattered section | 


_ into Room 803; 
_ it’s very near 
the laundry area. | 


shattered wall 
and keep moving. | 
Immediately veer into an alcove on the right. | 
A couple of shotgun-toting thugs appear in the l 
hallway, right where you entered the room. They 
start shooting through gaps around the board. Hide : 
in the alcove while they’re firing, and then peek out | 
and aim at them when they’re reloading. Your aim is 
shaky, but if you’re careful and aim for the body, you 
can score hits. A couple of hits will drop each one. 


AGAMES.COM 


HAT AND 
_ BLOODY DOOR 


> 
VANAORN $ 
BODY 


SLIDE BOARD 


ELEVATOR FROM | 
FIRST FLOOR | 


NOTE 
Always hide ‘if you think the enemy has bullets left. 


Only pop out for a shot when youre pretty certain 
they re reloading. 


When the thugs fall, a speedballer bursts through 
a wall, wielding a conduit. That’s no problem, because 
you almost certainly have pistol ammo left. Drop him 
with the pistol. 


Open a 
cabinet in the 
corner of this 
room; drop your 
pistol and grab 
a shotgun from 
inside it (and 
note the extra 
ammo; you can ee iii f 
return here to stock up later). 

Get back to the corridor through the hole made 
by the speedballer. Return to the laundry/elevator 
area where you climbed up from the first floor, and go f 
through a pair of double doors into another section of 
hallway. 


Start clearing enemies out of hotel rooms. 
Start by investigating and killing any thugs or addicts f 
hiding in Rooms 804 and 205. 


Keep going down the corridor past Room 205, but 
be careful: A thug with a subgun (a small machine f 
gun) is hiding in the red-tinged dead end. Be ready to 
blast him with your shotgun as soon as he appears. 


You can grab the subgun—but get a shotgun again 
when the subgun runs out of ammo. 


e464) 
fons 1.4.3) 


Enter a hole 
in the wall near 
the red corri- 
dor’s end. Inside 
this room is a 
meth lab (the 
third of four). 
You can throw 
something at 

it to destroy it, 
then quickly return to the corridor to avoid getting 
hurt by the explosion. (An even safer strategy is 

to exit the room and throw something at the lab 
through a hole in the wall, as this lets you stay 
farther back from the explosion.) 

Take the first left and cruise down a hallway to 

an elevator lobby. A speedballer approaches; fell him 
with your gun. Then grab a drink from a box of booze 
on the floor nearby. 


Keep moving and emerge in the hallway. Turn 
left and walk until the hall ends in a T. The right side 
of the T is blocked by stacked chairs, so turn left. 


NEWS 
Enter Room 208 AnD 

© INVESTIGATE IT. LisTEN TO 
| A NEWS REPORT ON THE TV 


IN THERE, THEN RETURN TO 
THE CORRIDOR, 


Aso, GRAB A HEALTH 
KIT FROM Room 209 iF 
You NEED ONE. 


Follow the 
_ corridor to a 
dining room, 
where an addict 
flees. Follow 
the addict out 
_ the door on the 


Go back to 
the elevator 
shaft (where 
you first climbed 


to this level). - other side. 
| Nake fi Take a left 
and go down a 
After corridor with windows on the right. After hearing a 
restocking on strange voice, advance a bit. A thug appears ahead, 
shotgun ammo from the cabinet in Room 203 (or and another pops up behind you. Immediately spin 
keeping your subgun, if you took that and still have and blast the one behind you with your shotgun, 
some ammo), investigate Room 201. There’s likely to then turn again and handle the one up ahead. 
be an addict in here; blast him as he runs by. 
N OTE Take a right 


at the end of 

You can grab a but | the corridor and 

| be sure to ‘immediately spin around and fire. just in | 2PProach a red- 

case an addict appears behind you when you grab ‘it. | | tinted dead end. 
— I Look for a hole in 


the wall covered 
with a board; | 
slide it aside with ` 
the action button, 
but stand back. A thug inside the room starts shoot- 
ing at the hole as soon as you slide the board. 


into an adja- 
cent room with 
a hole in the 
exterior wall. 
The hole shows 
a view of the 
hotel entrance. 


The trick here is to listen for shots. The thug has 
a .38 six-shooter; stay back from the hole, then, after 
hearing six shots, duck under the board and enter 
the room. 


Take a door 
| 
į 
| 


G b b b b G G b b b b b b 


as 3 The shooter is around the corner. You can now kill 
NOTE 4 him in one of two ways. The simple way is to throw 
If you didn't destroy the soflic emitter on the | something into the meth lab that’s right in front of 

me extekior wall of the hotel earlier. you can now 3 you, then duck behind a wall; the explosion will likely 

it from jin here. 4 kill the shooter. 


PRIMAGAMES.COM 


, PRIMA Official 
t Game Guide 


Otherwise, wait out another six shots and then 
run in while he’s reloading again. Hither blast him 
with your shotgun Cif you still have ammo) or use a 
sprint attack followed by a flurry of melee strikes to 
cause massive damage and hopefully disarm him. If 
you have a chain attack, use it. 


Once you’re up close, finish him off. 


There’s a 

meth lab in 

here (the fourth 
and final one). 

If you haven’t 
destroyed it yet, 
throw something 
at it to blow it 
up. Then go back 
through the hole in the wall to the hallway. 


enor 


Proceed 
straight down 
the hallway to 
Room 218; the 
door is stained 
with blood. You 
can now initi- 
ate a forensic 
sequence by 
pressing the action button. 


FORENSIC 


Do THE FOLLOWING HERE! 


© ZOOM IN ON THE HAT SITTING ON A CHAIR BY THE 
fe > ” 
DOOR, AND SELECT POLICEMAN f CAP. 


e Zoom IN ON THE BLOODSTAINED DOOR AND SELECT 
fe ” 
Exit SPATTER. 


SUBMIT THIS EVIDENCE TO COMPLETE THE SEQUENCE. 


REACTION oo 


Now OPEN THE DOOR, 
ENTER THE ROOM, AND 
As You 
| APPROACH A HOLE IN THE 


| TAKE A RIGHT. 


FLOOR, YOU SEE THAT 
VANHORN ¢ BODY If IN THE 


ROOM BELOW. Press THE 


ACTION BUTTON TO REACT. 
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Approach 
the hole and 
press the action 


now asked to 
identify your 


FORENSIC 


BY LOOKING AT THE PARTIALLY OBSCURED ROOM NUMBERS 
ON THE ROOM DOOR, THE TELEPHONE, AND THE ROOM 
NUMBER OF A NEARBY ROOM, YOU CAN DETERMINE THAT 
THis is ROOM 119. ZOOM IN ON THE TELEPHONE AND 
sevecr Room #19.” Submit THIS INFO. 


RosA NOW Asks FOR A 
PicTuRE oF VANHORN $ 
BODY. ActivATE YOUR 
CAMERA AND GET A 
Picture. MAKE sure THAT 
MOST OF THE BODY 15 IN 
THE FRAME, AND ADJUST 
THE FOCUS SO THE PICTURE is CLEAR, (Its OK iP THE 
LOWER LEGS AREN T IN THE PICTURE.) 


THEN, AT Rosa's 
REQUEST, TAKE A PICTURE 
OF THE HEAD REGION. 
AGAIN, MAKE suRE THE 
PICTURE SHOWS EVERYTHING 
IT SHOULD (SPECIFICALLY, 
THE HEAD AND THROAT) 
AND IS IN FOCUS. 


THis ENDS THE MISSION. 


As Rosa is studying the pictures, she hears a 
sinister-sounding radio broadcast from Dorland. 
Whatever it is, it doesn’t sound good—but for now his 
meaning remains a mystery. 


Flak Jacket Upgrade 


Based on your performance during the mission, you now 
receive either a bronze, silver, or gold upgrade. This upgrade 
stays with you for the remainder of the game. 


Bronze: Police Vest—Absorbs about 40 percent of bullet 
damage. 


Silver: Tactical Vest—Absorbs about 50 percent of bullet 
damage. 


Gold: Flak Jacket—Absorbs about 70 percent of bullet damage. | 


From this point onward you can sustain a lot more bullet 
damage. That means you can be more confident during firef 
ights, as you can usually absorb a few hits and still make it out 
alive. Just realize that the upgrade doesn’t make you com- 
pletely immune to bullets—and it doesn't do a thing against 
melee attacks. 


You've got a good start on your journey. but there's a Tong. dark foad ahead of you. If you 


good: corftinue to grab those golds. and you'll reap the benefits from your upgraded gear. It 
orily gets tougher from here on ‘in. so you'd better be carrying ithe best eqúipmert. 


Mission 3: 

Lommuter Tracts 

pony P mAr 
, Player Responses: 3 

a Sonic Emitters: 3 

q Secondary Objectives: Destroy 2 meth labs 


_ Investigator Sequences: None LEGEND 


E) objective 
+j Health kit 
E van 
Q| oker 

QD Antenna 


D| Sonic Emitter 


| Post-Mission Upgrade: Stun gun 


ni 


You and the team are trying to recover 
Vanhorn’s body for examination, but 
there’s just one problem: you’re being 
chased by a mob of crazed city dwellers 
(known as the Influenced). 


As you escape, Dorland fires several 
shots to kill your pursuers—and then 
fires another shot into an electrical box, dropping a 


barrier between you and the helicopter. Now you’re 
trapped on a section of commuter rail tracks, along 
with a horde of mindless thugs. 


REACTION 


Over THE RADIO, You 
HEAR DORLAND SAY 
its OK THAT You GOT 
LEFT BEHIND. Press THE 


| TO THAT STATEMENT. 


-=i 
m. | 
-y í 
-2 
m. 
m 
=. 
= 
m. 
= 


| ACTION BUTTON TO REACT 


start out on the 
bridge beside 
you. Run past 
them and grab a 
pipe lever from 
a pile of debris. 
Then look left, to 
where a plank 
of plywood leads to an apartment balcony. Cross the 
plank. It breaks as you cross, leaving the thugs back 
on the rails. 


of this. there's little benefit to fighting. though in 
theory you could max out your chain meter | 
here... if you survive. 
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NOTE 
Notice that ‘in addition to the creepy whispers. 


more mannequins have appeared behind you. Strange. 
to say the least.... 


SONIC 


| ENTER THE APARTMENT 

l AND VEER RIGHT. KEEP 

| BEARING RIGHT AND ENTER 
| A ROOM WITH A SONIC 
EMITTER ON THE WALL. 

| SMASH IT. 


STAIRS FROM 
TAIR uP GROUND FLOOR 


NEWS 


BACKTRACK AND ENTER 

| A HALLWAY WITH GRAFFITI 

| SCRAWLED ON THE WALLS. A | 
RADIO SITS ON A BOX : 
| AT THE PAR END OF THE LEGEND 
E HALL. USTEN TOUT FORA | Ok) 


Opjectwe 
| NEWS REPORT. 


l +| Health kit 
15 RROD TEREE AS TIN IA cee Ren TTE ES IEPENT j | € Weapon. 
OBJE CTIVE a @ kr 
There are a couple more meth labs ‘in this level. | — O annm | £ 


Destroy them to complete a secondary objective. 


N u Emutter 


Exit the 
door on the 
other side of 
the graffiti 
hall. In the 
room beyond, 
bear left and 
go through an 
open doorway. 
This takes you 
into a bedroom that’s been converted into a meth lab. 
Throw a weapon into the lab to destroy it, and get 
back quickly to avoid the explosion. 


Follow this hall to a stairwell. Take the stairs up 
to a door that’s blocked by a chair. A few kicks should 
be enough to clear the chair away. Now open the door. 


Take the You’re looking 
only path you down a long 
haven’t yet 


hallway. Up 
ahead, on the 
right, you see 


explored; it 
leads to a hall 


with a rin the shadow of a 
nequin at the heavily muscled 
end. Walk 


speedballer; he’s 
working himself "getter see pin rerenrnenenernetet nemo nmr arenes f 
into a rage, but instead of attacking, he disappears 
farther into the building. 


right up to the 
mannequin, turn right, and move into another hall. 


sanami 
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I and go through 
the doorway 

_ the speedballer 
| was standing 
in. In the room 
| beyond, look 

| for a battered 

" locker; it holds 
4 two health kits. Remember them for later. 


Go through 

a partially 

me | destroyed bath- 
room. Up ahead 
the speedballer 
is hiding inside 
a room with a 
meth lab. You 
must now fight 
him. Beware: he’s exceptionally strong. Make sure 
you have a weapon, and be extremely careful. 


TIP 


_ As we sdid. the speedballeb ‘is standing near a meth 
| lab. Throw a weapon ‘in to destroy the meth lab while 


> severe damage to him. This makes the subsequent 
fight easier. 


When you’re ready, charge in and finish off the 
speedballer. Remember to block frequently and coun- 
terattack after every parry. 


After defeating the speedballer, heal up with kits 
from the battered locker. Then destroy the meth lab 
the speedballer was hiding near, if you haven’t already. 


a u è eee D ee b 


Take a right 


he's ‘in there. and ‘if you're Jucky. the blast will deal | 


Find A TV INA 
BEDROOM NEAR THE 
METH LAB. LISTEN TO 
ITS NEWS REPORT. 


NOTE 
You can go out on a balcony here and Jook down 


over the commuter rail tracks. Yep. the crazed 
thugs are stil] fighting down there. 


Keep explor- 
ing this area, 
until you find a 
hole in the wall. 
It provides a 
view of a stair- 
well, where a 
door is blocked 


by a chair. Pick 
up bricks from 
a nearby pile and hurl them through the hole, aiming 
for the chair. Your goal is to knock the chair aside, 
thus freeing the door. 


- Backtrack 

l to the hallway 
and approach 
the door that 

| you just freed. 

- You should now 

_ be able to open 

it and enter the 
stairwell you saw 
through the hole. 


Grab a 
wooden baseball 
| bat from the 
stairwell, then 

| go upstairs. 


Game Guide 


DOLL FACTORY 


STAIRS PROM 
SECOND FLOOR 


L EG EN 0D ooo | k once 
A) Objective 


Tj Hea leh kit 


E Weapon 


a) Locker 


iw.’ 


ZIPLINE 


GET OPP TRACKS DESTINATION 


Upstairs, open a door. In the hallway beyond, turn 
left and open another door to look into an apart- 
ment. Careful: a lunatic with a pipe is hiding in the 
bathroom to the right, and another lurks elsewhere 
in the apartment. Once they appear, sink back into 
the doorway to prevent both from attacking at once. 
Then defeat them with parries and counterattacks. 
(Note the option for an environmental kill in here, 
using a piece of rebar sticking out of the wall.) 


SONIC 


THis APARTMENT HAS 

A SECOND BATHROOM, 
WHERE A CONIC EMITTER 
HANGS ON THE WALL. Go 
pestroy iT! 
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Move through the apartment to a balcony. 
Stand on the balcony and watch as an SCU heli- 
copter comes to try to collect Vanhorn’s body. 


Look for a zip line on the balcony’s right side. 
Approach it and press the action button to zip down 
to the other side of the rail tracks. 


There’s a 
door here, but 
don’t take it. 
Instead, climb 
a ladder to a 
small roof. 


Look down 
through a 
broken skylight. 
A thug carrying 
a scoped .44 is 
watching a door. 
Once you’ve 
seen him, move 
around the sky- 
light until you find a place where you can jump down. 


Drop through the hole, then throw your melee 


| weapon into the back of his head from point-blank 


range. This surprise attack should stun him; now 
keep after him until he’s dead. 


Grab the 44 the thug dropped. Also notice a g 
shotgun in a locker in here, as well as some health 
kits and extra shotgun ammo in the locker. 


There’s also a bottle of booze. Grab it and take a 
drink to steady your aim. 


Look 
through the 
door at the 
~ commuter 
tracks. Two 
_ thugs with 
double-barreled 
' shotguns await 
down there, and 
another across 
the way may throw a Molotov cocktail. Zoom in with 
3 your scoped .44 and snipe them all. 


Hy 


It’s safest to hide while the Molotov ‘thug throws 
his weapon and the shotgun wielders fire both shots. 


Then get ‘into siping position and firish them off. 
You may need to jpeek out of the door to see 
he second shotgun thug. 


Now a train 

| passes by, you 

_ hear some 

| chatter from 

_ the helicopter 

: (which isn’t 

having an easy 

time of it), and 

more thugs 

nost of them 

_ are unarmed, or armed only with melee weapons) 
charge your position. 


Grab the shotgun from the locker and make sure 
it’s fully loaded. Then blast your way through the 


| section of fence 


| thugs and drop down to the rail tracks. 


(You may have to push aside a piece of plywood to 


| reach the tracks.) 


NOTE 


There's an ‘infinite supply of enemies here. so 
there's no reason to fight more than necessary to 
get past someone ‘in your way or someone who's 


about to really hurt you). 

In fact. ‘it's a very bad ‘idea to hang back for 
too Tong. Gun down everyone ‘in your path. then get 
moving onto those tracks. 


REACTION 


RUN DOWN TO THE LEFT 
SIDE OF THE TRACKS, AvorD- 
ING ENEMIES. ExPLORE THE 
| PAR SIDE OF THE TRACKS. 

« | You CATCH A GLIMPSE oF 
Regana | LARVE WALKING AWAY, 
BEHIND A CHAIN-LINK 
PENCE. PRess THE ACTION 
BUTTON TO YELL AT Him; HE IGNORES You. 


Backtrack 
along the rail 
tracks, looking 
for a broken 


near the middle 
of the tracks. 
(There’s also 

a well-lighted 
opening at the 
far end of the tracks; that’s not what you want. The 


_ opening you want is almost directly across from 


where you grabbed the .44 and the shotgun.) 


SONIC 


DROP THROUGH THE FENCE 
HOLE, TURN LEFT, AND 
LOOK AT THE siDE oF 

| THE NEARBY BUILDING TO 
SPOT A SONIC EMITTER, 

_ SHOOT OR SMASH IT, THEN 
: KEEP RUNNING ALONG A 
NARROW FIRE ESCAPE THAT 
LEADS FORWARD. 
a a aaa 
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REACTION 
just A BIT PARTHER ALONG THIS FIRE ESCAPE, YOU CATCH 
ANOTHER GLimPse of LARWE. Press THE ACTION BUTTON 
TO HAIL HIM AGAIN. 


. Climb a 

| short ladder 

_ and drop onto a 
rooftop. As you 
_ do so, notice a 

- guy standing on 
| | a stalled com- 
| muter train up 
ahead: it’s an 
inferi. (Remem- 
ber? These are the ghoulish-looking guys with metal 
in their teeth, like the one wielding the brick in the 
first mission.) 


The inferi drops and attacks as soon as you get 
down. Inferi are tough, but if you get in a good early 
attack (maybe by throwing a melee weapon) and 
then fight defensively, using parry combos to set up 
chain attacks, you can defeat him handily. 


When the inferi falls, keep moving across the 
rooftop. More thugs continue to trickle in behind you, 
and there’s no point in battling them. Instead, find 
a board that leads across a gap to another building. 


4 Antennas: 2 

> Player Responses: 3 
Sonic Emitters: 3 

7 Secondary Objectives: 

- None 

q Investigator Sequences: 
Several 


Post-Mission Upgrade: 
~ Holster 


Mo4_REGIONDS 


ROLL-UP 
DOOR 


> 
MANAGER f 


OFFICE COMBINATION 


LOCK/ PANEL 
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Mission 4+ Doll Factory 


Walk across it; it 
collapses, drop- 
ping you into an 
upper room of 
the Walker Doll 
Factory. 


After a brief encounter with a bum who seems to 
know more than you do about what’s happening to 
the city, you’re contacted via radio by Rosa, and then 
LaRue. The next mission begins. 


Stun Gun Upgrade 
Based on your performance during the mission, you now 


receive either a bronze, silver, or gold upgrade. This 
upgrade stays with you for the remainder of the game. 


The stun gun is one of the more valuable upgrades 
you'll receive, and the better versions not only have more 
charges, but also have way better functionality—so it pays 
to get the gold. 


Bronze: Street Stun Gun—Has 2 shots per battery; stuns the 
enemy briefly. 


Silver: Police Stun Gun—Has 3 shots per battery; stunsthe | 
enemy and also forces a weapon drop. 


Gold: Super Stun Gun—Has 5 shots per battery; causes the : ‘ 
enemy to automatically enter a defeated state. 


“PIRST DOLL 
Boss FIGHT 


CONVEYOR 
BELT BUTTON 


DESTRUCTIBLE | 
SHELVES 1 | 


VALVES E 
> SERVICE L EGEN 
ELEVATOR o l 
MASK Beceriye 


The mission starts with you in an upper room of the 
Walker Doll Factory. (For some reason this building is 
the epicenter of the current madness that’s gripping 
the downtown.) 


MIXING TANKS AND SETTLING TANKS. (Ess€NTIALLY, THE 
DIFFERENCE If THAT MIXING TANKS HAVE PIPES COMING 
OUT THEIR SIDES, WHEREAS SETTLING TANKS DO NOT.) 


Now Go PROM TANK 
TO TANK, IDENTIFYING 
EACH. BASED ON WHAT 
YOu HAVE SEEN, YOU LEARN 
THAT THE FOUR TANKS ON 
THE FAR SIDE OF THE ROOM 


a 
Study Evidence 


ARE ALL MIXING TANKS. 


THERE ARE TWO REMAINING TANKS; THESE ARE THE T 
ONES ON THE SIDE OF THE ROOM You ENTERED. (ONE PE 
OF THE TWO HAS COLLAPSED ON ITS SIDE.) THESE Two 
TANKS ARE SETTLING TANKS. 


LaRue contacts you via radio, asking you to 


; . . ‘ So AGAIN, TO SUMMARIZE! [DENTIFY THE FOUR TANKS 
identify your location. This allows you to start a i 

5 ON THE FAR END OF THE ROOM As MIXING TANKS, AND 
forensic sequence. 


IDENTIFY THE TWO ON THE NEAR END CincLuDING THE 
i 
ONE THAT f ON ITS SIDE) As SETTLING TANKS. THEN 


FORENSIC ————————_— 


STUDY A PLACARD ON SUBMIT THE EVIDENCE. 


THE WALL. NOTICE THAT 
Ce 
IT sAYs WALKER Dore LaRue 


I a 
Factory. THAT t WHERE inner eee oat 
You ARE; s€LECT AND location, based on 


SUBMIT THAT RESPONSE. the information 
you sent him. He 
tells you that you 


i- Take the need to open the 


door on the far roll-up door the 
side of the room | bum is pounding 
and go down on. To do this you 
some steps. This must use a control panel up on a catwalk. 
leads you to a 
factory floor 
dominated by 
a bunch of big 
tanks. Nearby, 


Locate the catwalk stairs, and climb up there. 
(You may want to search the floor for a good melee 
weapon before you do that; we recommend a hard- 
hitting pipe wrench.) 


a bum tries in vain to unlock a door that leads awa; um - 
i aoe NOTE 
from here. x 
LaRue contacts you again and asks you what sort As you climb the steps you cAch glimpse ae 
of tanks are in this room. This lets you enter another ange woman on the other side of some windows. 
3 forensic sequence. t worry about her now; youl] meet her again soon. | 


FORENSIC moe 


Locate the 

_ control panel— 
it’s mounted 

: on the catwalk, 
facing the door 

_ that it opens— 
and try to use it. 


THERE ARE fix TANKS IN HERE, TOTAL. You NEED TO 
FIGURE OUT WHAT TYPE OF TANKS THEY ARE. 


First, WALK AROUND 
THE ROOM EXPLORING 
THE WALLS. BESIDE A Bic 
GRAFFITI PICTURE OF A 
DOLL 5 PACE, NOTICE A 
POSTER THAT sHOWS YOu 


THE DIFFERENCE BETWEEN 
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You can’t; it’s locked with a padlock. LaRue tells you 
to look for the combination in the manager’s office. 


Enter the 
manager’s 
office. (It’s up 
here; just keep 
following the 
catwalk and 
go through the 
door.) Inside, 
look for a stack 
of doll boxes. Smash the stack, scattering the boxes 
all over. Then turn on your UV light tool and aim it 
at the wall where the boxes were. The combination is 
written there: 17, 23, 10. 


emeren meneen 


— 


FORENSIC 
RETURN TO THE CONTROL 
PANEL AND PRESS THE 

| ACTION BUTTON TO ENTER 
| A FORENSIC SEQUENCE. 
ENTER THE APPROPRIATE 
COMBINATION: IZ, THEN 
23, THEN 10. 


THEN, PRESS THE ACTION 
BUTTON AGAIN TO OPEN THE DOOR, 


Once you press the button, the roll-up door opens. 
Watch as the bum at the door gets killed by a new 
kind of enemy: a blow-up doll. 
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Blow-Up Dolls 


Blow-up dolls 
are dangerous 
little automa- 
tons. “Blow-up” 
doesn't mean 
that the dolls 
are inflatable 
(get your mind 
out of the 
gutter!)—rather, 
it means that 
they literally blow up, as in explode. 


Their basic technique is as follows: 
1. They walk toward you until they get quite close. 
2. They pull their own cord, initiating a detonation sequence. 
3. They fall down. 
4. In a second or two, they blow up. 


Getting caught in the explosion is very bad news. 
Fortunately, there are three fairly easy methods for avoid- 
ing the explosion. 


First, you can throw something at the doll and destroy 
it from a distance. This isn’t practical when there are lots of 
dolls, however, so you usually won't be doing this. 


Second, you can approach a doll, let it pull its cord, and 
then back away before it detonates. This is a very effective 
way to deal with the dolls, but only if you have lots of open 
space to move around in. 


Third, you can kick the doll. One kick knocks it down, 
and a second kick safely destroys it (without detonating it). 
This is by far the best technique if you're facing lots of dolls 
and don’t have a lot of room. 


Ultimately, the key with these things is awareness. Scan 
your surroundings, listen for sounds, and don’t get so 
fixated on one doll that you fail to notice another. If you 
stay alert, you'll do just fine. 


Go back down | 
to ground level. I 
You’re attacked 
by several 
blow-up dolls. 
You can destroy 
them with either 
the “approach, 
then retreat” 
method or the 
kicking method. 


Wait until no more dolls are coming at you, then 
go through the roll-up door. (Press the action button 
to duck under it.) 


Enter a 
_ room filled with 
| stacks of doll 

| boxes. LaRue 

| contacts you 

' and tells you to 
| locate the safety 
| foreman’s office, 
" where you can 
get a safety mask. (There’s fire in the factory, and 


4 you need smoke protection.) 


REACTION 
Press THE ACTION BUTTON TO RESPOND TO LARUE 


DURING THE RADIO SEQUENCE. 


NOTE 
Notice the bins filled with dolls. You can use these 
F as weapons: grab a doll and throw ‘it. and wait a 
| moment for sit to blow up. Practice using dolls this 
_ way. then pick your melee weapon back up. 


Cross this 
room by going 
under some 
broken steps. 
Open a door to a 
side room, where 
you can grab 
health kits and a 
stun gun battery | 
from a locker. 


Exit this side 

room and take 
a door labeled 

| Ventilation 
Control Room. 
In here, push 
aside a shelf 

i | and then crawl 
through a duct 
into another narrow room. 


NEW Ea 


| THE nARRow Room Houses 
A RADIO, GRAB THE 

| ANTENNA AND LISTEN TO 
| A NEWT REPORT ABOUT 

| THE BLow-uP DOLLE (warcy 
HAVE APPARENTLY ESCAPED 
INTO THE CITY). 


Go through 
a door into a 
flaming room. 
Immediately 
to the right is 
a crazed thug; 
beat him down. | 
A second thug 
appears, behind the first; back up if necessary, so you 
can prevent both from attacking at once. 


NOTE 
Tf you ever accidentally walk ‘into a fire. ‘immediately 


~ back out and then Jook for an onscreen prompt. Rap— | 
| idly tap the ‘indicated button to put the fire out. d 


Move along 
into another 
flaming room. 
Look for a rip 
hammer on a 
_ table; it’s a very | 
_ good short- 
| range weapon. 

Also note the 
liquor bottles placed at various spots in these rooms; 
feel free to have a drink. And finally, a wall cabinet 
holds a couple of health kits—heal up if necessary. 


Go through 
a door into 
a large room 
with a winding 
conveyor belt. 
Once you get in | 
here, be alert: a | 
steady stream | 
of blow-up dolls 
attacks you in this room. As you follow the next few 
instructions, stay wary and always kick away any 
dolls that get too close. Don’t get so locked into what- 
ever you’re doing that you fail to keep the dolls away 
from you! 


Look for a 

| flap in the con- 

_ veyor belt; it’s 

| ahead and to the 
| left. Press the 
action button 

to open it, then 


® Open Flop 


PRIMAGAMES.COM 


, PRIMA Official 


walk through it. Immediately turn around and close 
the flap once you’ve passed through. 


Locate a second flap and go through that as well, 
closing it once you’re through. 


Look for a 
lever mounted 
on a post. If 

you closed both 
conveyor flaps 
- (as we told you 
. to), the light 
| next to the lever 
is green. (If it’s 
red, go close the flaps and then come back here.) 


render anae: 


Throw the lever; this starts the assembly line 
in motion. 


Now turn 
around and run 
to the other 
side of the 
room. You can 
do this without 
re-opening the 
conveyor belt 
flaps; a narrow 
path leads past the belt, alongside some windows. 


Keep going 
until you reach 
a spot where a 
flame jet blocks 
| your path. Now 
- wait for the 
conveyor belt 
to bring a doll 
~ box in front of 


flame jet. This allows you to get past the jet without 
getting scorched. 


Keep moving, and bear left. This brings you to a 
short hall with doors to the left and right. 
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the flame. Run forward just as the doll box blocks the 


SONIC 
| TAKE THE DOOR ON THE 

| RIGHT TO A SMALL ROOM 

| PACKED FULL OF DOLL CASES. 

1 LocATE A SONIC EMITTER : 
| ON THE WALL IN HERE AND 
DESTROY IT. 


a SHORTLY AFTER YOU i 
ENTER THIS ROOM, A COUPLE OF BLOW-UP DOLLS APPEAR. 
Pick A DIRECTION AND GET AWAY, IP A DOLL If IN YOUR 
WAY, DOVPLE-KICK IT TO CAFELY DECTROY IT. 


NOTE THAT THERE S A LOCKER WITH TWO HEALTH : 


KITS IN HERE, JUST IN CASE THE DOLLS DID HURT YOu. 
—————————— CC 


Return to i 
_ the short hall 
and take the 

other door. 


This leads to 
| a burning room 
with a thug in 

it. You should 

still have a rip | 
hammer, which lets you make short work of him. 

(Note that there’s another rip hammer on a table in 
here, if you lost the other one. There’s also a press 
machine you can use for a rare environmental kill. | 


NEWS 


| Look ror A TV on THE 
PAR CIDE OF THIS ROOM. 
LisTEN TO A NEWS REPORT. 


Take a door 
on the far side 
of this room, 
but beware: in 
the hallway 
beyond, you’re 
attacked by a 
pair of thugs— 
and one of 
them is on fire! 


Back up to try to avoid the flaming enemy. If you 
do get touched by him, quickly tap the button indi- 
cated onscreen to extinguish the flames. Then, fight 
the second thug normally. 


FIP 


- Burriing enemies are weak. since they are quite 
nearly dead from their burns—but ‘if they get too 

E close. they set you on fire as well. and you need to 

-repeatedly tap the button ‘indicated onscreen to put 


off. Sometimes. asin this case. the burning enemy 
will collapse and die with no help from you. Other 
imes. you should Kill burning enemies from afar by 


4 yourself out. 
s The rule of thumb. therefore. ‘is to just back 
> — shooting them or by Kicking them. 


NOTE 
You can perform some cool finishing Kills ‘in this 
| factory; for example. from this hallway you can 
4 j throw the second thug ‘into a room filled with gas 
| jets. ‘incinerating him. 


Advance to the end of the hall and turn a valve 
wheel; this shuts off some gas jets in the hall. Go 
through the hole where the gas jets were, into a 
burning stairwell. Go up. 


Upstairs, there are two doors. The one on the left 


leads to the safety foreman’s office, but this one is 
| blocked by a shelf. 


Locate the bin of blow-up dolls in here and grab 
a doll. 


a | Toss the 
_ doll behind the 


_ shelf blocking 
: the door. There 
| are propane 

| | tanks behind 

_ the shelf. 

| | When the doll 
] explodes, the 


tanks explode as well, blasting the shelf out of the 
way. You can now enter the safety foreman’s office. 


REACTION 


J= > 
ENTER THE SAFETY FOREMAN ç OFFICE. As You WALK 


THROUGH THE DOOR, YOU CAN PRESS THE ACTION BUTTON TO 


CONTACT LARUE AND ASK Him WHERE TO FIND A MACK. 
a E E E N 


REACTION ————————_ 


| LOOK AT SOME FILING CABI- 
NETS ALONG THE WALL. OnE 

| OF THEM If MARKED “Masks.” 
| OPEN 17; IT $ EMPTY. 


[IMMEDIATELY AFTER OPENING 
| THE CABINET, PRESS THE ACTION 
n | BUTTON TO TELL LARJE THAT 
THERE ARE NO MASKS HERE. 


Sa 


Now examine 
the desks in this 
room. There are 
two of them, 
back-to-back, 
and both have 
drawers that 
open. Open the 
drawer of the 
one nearest the 
flames to reveal a mask, then press the action button 
to put it on. (The drawer of the other desk is empty.) 


® PuroaiMask 


Immediately 
after you put 

| on the mask, a 

| flaming enemy 
appears behind 

| you. Intercept 

_ him with a kick 
_ to kill him from 
= a safe distance. 


NOTE 
- From here on ‘in the mask will restrict your vision. 
No. ‘it's no fun—but you need the mask to function 


in this smoky environment. Youll just have to be 
extra-careful when looking around. 
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Backtrack 

| to the previous 

_ room and take 

_ the door you 

1 ignored before. 

_ (Another flaming 
= enemy attacks, 

= so be prepared to 
kick him.) 


arene serene crore etre : armenams 


This door 
leads to a big room, where a bum is trapped by a 
flaming timber that’s collapsed on his leg. Approach 
and press the action button to raise the timber and 
free him. 


The bum 
eventually runs 
off. The path he 
takes is immedi- 
ately sealed by 
falling debris, so 
look around for | 
a door and take | 
that instead. 


Go through an empty room to a stairwell. Walk out 
on a ledge and look down. There are two lower ledges 
you can drop down to. Get as close as you can to the 
higher of those two ledges, and then drop onto it. 


Immediately 

get off this 

_ ledge, because 

_ it will collapse 
momentarily. 


Walk until 

- you enter a 

_ very large, 
two-level room. 

You’re currently on the higher level. Look around 

and notice that some shelves block your progress. 

We’ll come back and deal with this later. 


; Look for 

| a ladder to the 

| lower level. Take 
it. Downstairs, 
move carefully, 

- as there are 
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flames, and some parts of the floor will collapse as f 


you approach. 


Look for a door. Go through it and keep moving. 


Bear left and 
look for a valve 
wheel attached 
to a pipe. Press 
the action button 
to turn the valve | 
wheel. This | 
turns off a flame | 
jet up ahead. 


Walk through the space that was blocked by 
the flame jet. Locate a bin of blow-up dolls and grab 
one. Then return to the ladder and go back to the 
upper level. 


ran RITE HRT 


Return to the shelves that are blocking your 
progress. Get close to them and you’ll see the propane 
tanks hidden underneath them. Now back up and 
throw the blow-up doll at the shelves. It explodes, | 
detonating the propane tanks and clearing a path 
through the shelves. 


nina, 


SONIC 


«Go PAST THE RUINED 
csHELvEs. UP AHEAD, A 

| COUPLE OF BLOW-uP DOLLS 
| APPEAR. THERE s A conic 
Í EMITTER ON THE WALL TO 
1 THE LEFT OF THEM. 


eens CAL WITH THE DOLLS, 
THEN DESTROY THE EMITTER. [fF THE DOLLS DETONATE 
CLOCE ENOUGH TO THE EMITTER, THEY WILL TAKE IT OUT 
THEMSELVES——IN WHICH CASE, YOU DON T HAVE TO DO 


ANYTHING MORE. 


Just past 
the shelves you 
detonated with 
the blow-up 
doll, you’ll find 
another valve 
wheel. Turn 

it to shut off 
another flame 
jet downstairs. 


Did you destroy the sonic emitter up here? Make 
sure you did. Then, go back to the ladder and head 
back to the lower level. 


Go back 
_ to the bin of 
l blow-up dolls. 
| Just past itis a 
| new area, which 
you opened 
- up by turning 
| the last valve 
| wheel. Move 


into this area. 


Proceed 
forward, kicking 
down a burning 
enemy as you 
advance. Turn 
right and locate 
a battered locker 
full of health 
kits; heal up if 
necessary. Then 
keep moving. 
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Beat down 
another burning 
enemy as you 
proceed down 
a long hall. 
Timbers fall 
behind you, | 
blocking your 
exit path. 


NOTE 


Just after the timbers fall. turn around and notice 
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a wall cabinet with more health kits; you may need 
them later. 


Advance into a large room that’s filled with 
conveyor belts. 


Look around 
this room. Notice 
_| a wall cabinet 
= with another 
= bunch of health 
| kits. (This is 
separate from 
' the wall cabinet 
in the hallway, 
near the burning timbers. You’ve got two full wall 
cabinets full of health kits in this area!) Also notice a 
bin full of blow-up dolls. 


When you’re through checking out this room, 
make sure you have a good melee weapon. We like rip 
hammers; there’s one on a shelf near the center of 
the room. 


e Opel te Conveyor 


» 


nyeupan 
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Look for a switch hanging down near the center of 
the room. (There’s a green light on it.) Activate this 
switch to make the conveyor belts move. 


| At this 

= point, the 
strange woman 
_ you saw earlier 

| appears. This is 
the doll boss—a 

: | strange and 

deadly opponent. 
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The Doll Boss 

This bizarre creature is part automaton, 
part temptress, and part assassin. Don’t 
let her prancing, preening mannerisms 
fool you; she’s one of the more danger- 
” ous creatures you'll meet. 


The doll boss fights with what looks 
like a giant lollipop—except that the 
business end is a deadly saw blade. 
She’s fast, and each swipe of the lollipop 


When the 
doll boss appears, 

- stand and wait. 

_ Don’t initiate 
the attack; she’s 
fast enough that 
you’re likely to 
get intercepted. 
Instead, watch 

for her strikes and try to parry them. Every time 

you successfully parry, kick her and then give her a 

single strike from your rip hammer. 


ao marenea 


Don’t get greedy and try for more attacks, even 
though it’s tempting. 


Continue this 
dance of parry- 
then-counterat- 
tack. If you get 
faked out by the 
doll boss’s feints 
and use up a lot 
of your stamina 
trying to block 
a nonexistent attack, back up and let your stamina 
regenerate for a second. Then once again try to parry 
and counterattack. 


If youre 

_ successful and 

_ deal enough 
damage, the doll 
_ boss retreats to 
a high conveyor 
} belt that runs 

} along one wall of 
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deals massive damage (typically a full segment of your health 
bar on the hardest difficulty setting). j 


This is a two-part fight. In the first part you'll be fighting 
hand-to-hand. Be extremely careful during this part; don’t try 
for big combos. Just parry and counterattack with one strike 
(ora kick and then a strike), and then look to parry again. 


When you deal enough damage, the doll boss retreats 
to an upper conveyor belt and starts throwing blow-up dolls 
(effectively, bombs) down at you. You need to avoid the doll 
bombs and throw some of your own back at her. If you avoid 
hers, and hit her with a few of your own, you can make it 
through alive. 


the room. She then starts throwing doll bombs down 
at you. 


Keep her in sight at all times. When she throws a 
bomb, run away from it. 


If you’re injured, take this opportunity to return f 
to one of the cabinets you saw earlier and heal up. 


Now go grab a blow-up doll from the bin you noted 
earlier. Even when you do this, you need to keep one 
eye on the doll boss. One good technique is to stand 
still until she throws a bomb, and then run to wher- 
ever you want to go. 


TE 


Save stamina by runing only when a bomb has been = | 
thrown at you. l | 


i The doll boss 
| runs back and 
| forth along the 
_ upper conveyor 
| belt. Your job is 
| to hit her with 
_ afew blow-up | 

~ dolls. You must 

where she will be and throw at that spot (rather 

than throwing at where she is now). This requires | 

good aim and a fair bit of luck, so practice. We find 


` it’s easiest to hit the doll boss when she’s in the left 


corner of the room. 


Get in a rhythm of throwing a doll, then going 


_ back for another one. Heal at the medicine cabinets 


whenever you get hurt. 


TE 


Instead of simply tapping the throw button. you 

cah press it and hold iit down until youre ready to 
actually throw the doll. This techriique allows you to 
launch the doll a tittle quicker than you otherwise 


rows are just missing the mark. 
FIP 

Here's a good method for hitting the doll boss: 
stand somewhat back and let her throw a bomb at 
you. then quickly run toward her to avoid ‘it. Look 
up and throw your blow-up doll at the spot where 
you expect her to stop. She usually stop one 
corner or the other. and she takes a Tittle time as 
she prepares to throw her own bomb. So. ‘if you 


a good chance you Tl hit her. Aim at a point some— 
| what above where you want the doll to land. as the 
| doll flies ‘in an arc. 
When 
| you’ve scored a 
. few direct hits 
| on the doll boss, 
| she disappears. 
= Go heal up if 
| there are any 
= health kits left. 


Although you can grab the doll boss's fallen Toltipop 
Saw. we tend to avoid it. The saw blade takes up a 
big chunk of your screen real estate—and you ve 
already lost a lot of peripheral Vision thanks to 
your mask. We Tike to grab some 
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Look for a ramp leading to the upper conveyor 
-E belt and climb it. Follow the conveyor belt to a series 
of long passages and follow them. Bear left to find 
another cabinet with health kits. 


One section 
_ of passage 

_ contains several 
- burning enemies. 
_ Back up as they 
_ approach, and 

_ kick any that get 
too close. 


would. It's very helpful ‘if you find that your regular 4 


throw yours before she gets to that corner. there's | 


Advance 
until you reach 
a service 
elevator, LaRue 
contacts you on 
the radio, asking 
your location. 
You can now 
start a forensic sequence to figure out where you are. 


SNC Teee 


THERE s A SONIC EMITTER NEARBY; YOU CAN DESTROY IT 
NOW OR LATER. le YOU WANT TO TRY IT NOW, WALK uP 
SOME STAIRS THAT LEAD AROUND THE RIGHT 51DE OF THE 
ELEVATOR (HAFT. WHEN YOu REACH A WALL OF PLAMES, 


Look uP. NOTICE THE sonic EMITTER HIGH UP ON THE 
> > 
PAR WALL. ITs HARD TO CEE, BUT ITS THERE. 


To DESTROY THIS EMITTER, GO BACK DOWN THE STEPS 
AND LOOK FOR A BRICK PILE ON THE GROUND. START 


GRABBING BRICKS AND HURLING 
THEM AT THE EMITTER UNTIL 


YOu DESTROY IT. 


THE OTHER METHOD 15 TO 
| WAIT UNTIL YOu VE GOT THE 
ELEVATOR WORKING, RIDE IT 
uP, AND THEN DEAL WITH THE 


EMITTER FROM CLOSER RANGE. 


FORENSIC 
Owce you ve DEALT WITH THE EMITTER, GET BACK TO 
THE fEkRvICE ELEVATOR AND START A FORENSIC SEQUENCE. 
Your TASK If TO FIGURE OUT WHICH SERVICE ELEVATOR 
you Re LOOKING AT. 


Go AROUND THE 
LEFT SIDE OF THE ELEVA- 
TOR SHAFT AND LOOK AT 
THE GROUND. A siGN HAS 
PALLEN OFF THE ELEVATOR! 
IT says Service ELEVATOR 
3B. THAT s THE NAME TO 
Po TRANSMIT TO LARUE. 


LaRue now 
tells you about 
an access panel 
inside the eleva- 
tor. Go inside 
the elevator and 
press the button 
panel on the 
left. This closes 
the door, but the 
elevator doesn’t go anywhere. You now must 
start another forensic sequence to make the 
elevator work. 
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FORENSIC 
|) Fiest, GO TAKE A GOOD 

j LOOK AT A CORRECTLY WIRED 
| PANEL. (lP You RE LOOKING 
| TOWARD THE BACK OF THE 
ELEVATOR, THE PANEL YOu 


WANT TO EXAMINE If ON 

| THE BIGHT.) LOOKING AT 

i a me THIS PANEL, You CEE THAT 
THE FAI CONNECTOR Uses A BARE WIRE, THE #2 con- 
NECTOR USES AN THICK, INSULATED WIRE, AND THE FF? 
CONNECTOR USES A STRIPED WIRE. 


Now RETURN TO THE 
PANEL WITH THE ELEVATOR 
BUTTONS, THEN LOOK AT THE 
wiREs BELOW THE PANEL. 
Look AT EACH CONNECTOR IN 
TURN AND SELECT: 


e ConNEcTOR AI—BARE wire 
© Connector A2—TAHICK WIRE 


© Connector A 2—STRIPED WIRE 
3 


Now that 
the elevator 
is correctly 
wired, it starts 
moving. Then a 
fuse blows, and 
it gets stuck 
halfway between 
floors; you must 
get out and find 
a replacement fuse. 


“extreme rimanan 


Look up at the service panel on the elevator 
ceiling; it has opened. Climb out. 


Immediately 
after getting out 
_ of the eleva- 

_ tor, take a right 
and follow some 
steps down. 

_ Keep moving 

| around the 
elevator; fight a 
thug down here, and watch out for burning enemies 
as well. 
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NOTE 


If you didn't destroy that sonic emitter with 
bricks earlier. you Tl now find ‘it down here. This 
ime ‘it's much easier to access; fun up and punch 
or smash ‘it. Then get back to where you crawled 
out of the elevator. 


Return to the 
top of the eleva- 
tor and take a left 
this time. Follow 
a path leading up 
and around the 
elevator shaft. 
Beat down any 
burning enemies 
that charge you. 


The path leads to a flaming corridor with a 
precarious-looking wooden floor. Cross the corridor, 
duck under a burnt plank, and go through a door on 
the right. 


You’re now l 

inside a small 
| service room. 
| Grab a fuse from 
| a table in here. 
Also consider 
grabbing some 
| rebar if you f 
don’t currently 

have a melee 
weapon, and notice the wall cabinet with health kits. 


Heal up if necessary. | 
Now back- 
| track toward 
_ the elevator. A ; 


| blow-up doll has 

| appeared in the 

_ corridor. Watch 

| as it blows itself 
: up, leaving a 

~ hole in the floor. 


Duck under the plank and move toward the hole. 
The weakened floor gives way beneath you, dropping 
you into a small, square room. Guess who shows up 
now? That’s right: the doll boss! 


This is a 
close-quarters 
fight, and the 
doll boss deals 
serious damage 
with each 
strike—so as 
before, parry, 
then kick, then 
swing your weapon once—and then parry again. (Grab 
a steam pipe from the wall if it’s better than your 
current weapon; this adds some heft to your attacks.) 


One exception to the parry-and-counter rule: if you 
get some distance from the boss and see a good 
opportunity, try some sprint attacks. These have a 
good chance of striking before she hits you and will 
briefly stun her, setting up more attacks. 


NOTE 


When you first encounter the doll boss. she jis 
‘immune to your stun gun. but you are able to stun 
| her ‘in this final confrontation. 

If you’re 
| feeling con- 
fident, try a 
' disarm combo 
' attack (that’s 
' a hook, then a 
pair of jabs). 

_ The doll boss 
deals a lot less 
damage if you 
can make her drop her lollipop saw. (If you aren’t 
confident you can pull off the combo, just stick to the 
parry-counter strategy.) 


emren 


If your weapon breaks, grab a new one (remember 
the steam pipe we mentioned a moment ago). You need 
the power of a weapon to make your strikes count! 


If you fight 

: well (remem- 

_ ber—parrying 

_ her attacks 

_ is the key to 

_ everything), 

| you eventually 

| drop her to her 
knees. Grab her 

in a headlock and look around for a press machine. 

Drag her over there and finish her off in style, by 

putting her head in the machine and crushing it. 


E 


Duck under a 
burnt plank. 
Now you’re 
back beside the 
elevator. Run 
around to the 
right and locate 
the service panel | 
on top. Drop ; 
back through the 
panel and into the elevator. 


Inside the elevator, use the action button to 
replace the burnt-out fuse with the new one you col- 
lected. The elevator once again lurches into motion. 


The chapter ends as Angel Rosa comes to pick you 
up. She offers to take you back to SCU headquarters, 
where she’ll show you a connection between you and 
Malcolm Vanhorn. 


Hotster Upgrade 


Based on your performance during the mission, you now 
receive either a bronze, silver, or gold upgrade. This upgrade 
stays with you for the remainder of the game. 


Bronze: Small Holster—Lets you carry a handgun in addition to 
your current weapon. 


Silver: Large Holster—Lets you carry a handgun, subgun, or 
sawed-off shotgun in addition to your current weapon. 


Gold: Shoulder Sling Holster—Lets you carry any type of 
firearm in addition to your current weapon. 


The holster is an extremely valuable addition to your 
arsenal. It allows you to carry a stowed gun in addition to what- | 
ever weapon is in your hands. The size of gun you can stow 
depends on what level of upgrade you received. 


It's worth understanding how the holster works, so here 
are some examples: 


- You find two pistols: a 9mm and a .38. Regardless of what 
holster level you earned, you can grab both pistols and swap f i 
them interchangeably between the holster without dropping © 
either of them. Nice. : 


. 


You find a pistol and an assault rifle. If you earned the gold 
upgrade, either weapon can fit in your holster—so once 

again, you can carry both weapons, swapping them back and | 
forth as necessary. 


Same scenario as before: You find a pistol and an assault 
rifle—but in this case you earned only the silver or bronze 
holster. You can still stow the pistol and pick up the assault 
rifle, but in this case, every time you want to switch weapons 
you're forced to drop the assault rifle (because it won't fitin _ 
the holster). 


Finally, understand that you can carry any weapon—including 
melee weapons—in addition to your holstered gun. However, 
since melee weapons do not fit in the holster, you will 
automatically drop your melee weapon whenever you draw 
the holstered gun. That’s the case regardless of which 
upgrade level you earned. 
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You made ‘it ‘through ‘the ‘ifitial onslaught. and ‘that’s no small feat. Congratulations! But now ‘it’s 
time to stop reacting and start acting—and ‘the first step ‘is to figure out what's happeriing 

to ‘the city land to you). Hopefully some of ‘that will happen back at SCU headquarters. where 
(ieutenartt Rosa has just taken you. i 


Just don’t expect all 
to be revealed here; Con- 
demned 2: Bloodshot is a 
game of shadows, and you 
can’t expect to see every- 
thing all at once. 


COPY ROOM 


STAIRS TO 
NEXT LEVEL 


Mission 5: 
SEY Building _ 


~ Antennas: 3 
l Player Responses: 10 
Sonic Emitters: 1 


1 Secondary Objectives: 
_ Photograph 2 chest X-rays 


: Investigator Sequences: 
_ Conversation-based 


Post-Mission Upgrade: O obron 
_ Rubber soles +) Hea leh 
ne í — j Ki 


B Weapon 


You’re back at SCU head- j 


Q) o 
quarters, in the morgue, SB iker | 
along with Lieutenant © Antenna j 
Rosa. The corpse of BY Sous oo 


Vanhorn is here. 


Rosa tells you that 

pictures of Vanhorn’s corpse 
showed bizarre, possibly 
mutated vocal cords—but 
someone managed to cut the 
throat out of the corpse before 
the team got it back to HQ. She also notes that your 
personnel folder has an X-ray on file, and that the 
throat area of that X-ray is mysteriously blackened 


-e 


> 
VANHORN f x : X-RAY 
BoDY : | MACHINE 


out. This suggests that you may share the same 

strange vocal cord structure (mutation?) as Vanhorn— 
and that regardless of what those strange vocal cords 
| mean, someone wants to keep them a secret. 
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REACTION 


You sTART OUT PRESIDE 

THE SLAB BEARING VAN- 
HORN CORPSE. ROSA IS 
HERE. WHEN SHE MENTIONS 
 Acent DorLAnD, Press 
THE BUTTON TO TELL HER 
EXACTLY WHAT You THINK 


OF HIM. 


Rosa moves 
| over to an 
= X-ray machine 
and asks you 
_ to get inside. 
Follow her to 
the machine 
and press the 
action button to 
climb inside. 


REACTION 
You LIE INSIDE THE MACHINE FOR A WHILE, BUT 
NOTHING HAPPENS. During THIS TIME YOU HAVE NOT 
ONE, BUT TWO OPPORTUNITIES TO ASK ROSA WHAT ¢ 
GOING ON. Press THE ACTION BUTTON ON BOTH OCCA- 


SIONS TO SCORE BOTH. 


Eventually, after seeing a brief vision of the 
masked man, you get impatient and automatically 
climb out of the machine. Neither Rosa nor Vanhorn’s 
body is anywhere to be seen, and the character of 
the SCU headquarters has changed somehow; it now 
seems dangerous. You need to go figure out what’s 
going on. 


Walk to the 
other side of 
the morgue and 
look for a series 
of chest X-rays; 
they are up on 
the wall, illumi- 
nated by a light 
box. You receive a new objective: to photograph 
the X-rays. 


OBJECTIVE 
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Photograph both sets of chest X-rays. 


Get close to the X-rays, start a forensic sequence, 
pull out your camera, and snap a good photo of these 
A X-rays. That’s one down, one to go. 


| Exit THE MORGUE DOORS. 
E “As You Do so, You GET 
_ ANOTHER OPPORTUNITY TO 
CALL OUT TO ROCA. 


ene 


REACTION 


AFTER EXITING THE 

MORGUE, WALK STRAIGHT 
DOWN THE HALL AND ENTER 
| THE FIRST DOOR ON THE 
RIGHT. You RE NOW IN A 
LAB. As You move INTO 

E THE LAB, You see ITEMS 
MOVING, BUT THERE f NO 
ONE IN SIGHT. PREss THE ACTION BUTTON TO CALL OUT 
ONCE AGAIN, 


Backtrack 
to the morgue 
doors and take 
a right. Follow 
this hallway. Up 
ahead, a soda, 
can rolls across 
the floor—but 
nobody is here. 


_ the end of the 
_ hallway. An 
_ elevator door 
_ opens up ahead, 
- revealing nobody. 
_ Take a right at 
the elevator. 


As you 
walk, you see 
someone pass 
by a glass 
door up ahead. 
Everything 
goes black for 
a moment, and 
then the lights come back (albeit somewhat darker 
than before). Flip on your flashlight. Proceed an 
open those glass doors. 
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Lots of odd visual effects happen as you proceed 

through this level. It's unclear if these are hal— 

jucinations or reality. Regardless. don't sweat them; | 
© they can't hurt you. : 


oars creatine mnt eT remot 


some 


Take a right just after passing through the doors. 
Explore a series of empty labs. 


Look for a 
small dressing 
room with banks 
of lockers. Enter 
it and turn 
. right. You catch 
another glimpse 
_ of someone 

behind glass 
doors. Go ahead 
and open those doors, revealing another lab. 


Move through this new lab. It winds off to the left. 


As you 
proceed, some 
windows on the 
right reveal 
a disturbing 
scene: Van- | 
horn’s body is | 
now out in the | 
hall, and it’s 
surrounded by ceiling sacks (the things that tarmen 
live in). Shortly after you see this, however, the body 
and sacks disappear. 
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Around this time. a tarman materializes. strikes you. ; 
and disappears. There s nothing you can do about it. | Í 
but don't worry: ït doesn't deal serious dam 


Keep moving forward, and listen to some 
from a police radio at the end of the lab. Í 


Exit the 

_ doors at the end 

_ of the lab. Imme- { 

diately hook 

- around to the 

- right, into the 

_ corridor where i 

| you just saw 
Vanhorn’s body. 

The body and ceiling sacks are nowhere to be seen 

now, but you do catch another glimpse of someone { 

shutting some doors and walking away. 


The doors the mysterious figure just closed are 
now locked. However, the doors just across from them { 
are not. Open and go through those unlocked doors. 
They lead to a new hallway. 


FRORENSIG 


FoLLow THIS HALLWAY AND 
ENTER THE SECOND OFFICE 
ON THE RIGHT. THE TAG 

E BESIDE THE DOOR READS: i 
| “De. Casey MACMILLAN, 
RESEARCH AssociATE.. 


EERE RES A LIGHT Box ON THE 
WALL REVEALS A SECOND SET OF CHEST K-RAYS. ENTER | 


FORENSIC MODE AND TAKE A PHOTO OF THESE K-RAYS TO 
COMPLETE YOUR SECONDARY OBJECTIVE. 


Exit the doc- 
tor’s office and 
keep following 
the hallway. At 
this time your 
visual distur- 
bances get very 
bad, making it 
extremely diffi- 
cult to see. Just tough it out and try to keep following 
the hall as it veers to the right. Your vision improves 
as you get to the far end of the hall. | 


o yY a= At the end 
: of the hall, to 
the right, is 
a well-lighted 
copy room. Go 
through it and 
emerge in a 
hallway on the 
other side. 


ia 


When you look up, the masked man is holding 
a gun to Pennington’s head. Pennington is unaware 
of this; it’s unclear whether the masked man is a 
hallucination. 


Everything 
goes dim, then 
the masked man 
is gone. Penning- 
ton forces the 
door open and 
orders you to 
follow him. 


REACTION 
i just ACROSS THIS NEW 

| HALLWAY 16 LIEUTENANT 
Rosa's oreice. (LIKE THE 

| OTHER OFFICES IN THIS 

F AREA, ITS IDENTIFIED BY A 
SMALL GRAY PLAQUE OUTSIDE 
| THE door.) Go INSIDE AND 
YOU GET ANOTHER CHANCE 
TO CALL POR HER. 


Before follow- 
ing him, turn around and open a locker. Grab a 9mm 
pistol from it. Then go after Pennington. 
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At the 
end of this 
office block is 
another set 
of doors. Go 
through these 
doors and turn 
left. An SCU 
agent appears 
on the other 
side of some locked doors. He identifies himself as 
Agent Pennington. 


REACTION 
WHEN PENNINGTON Asks IF 
you RE OK, RESPOND. 


If you turn Right just after gaing through the 


doors. youll find a silenced .22 pistol on a desk. 
Grab that as well. (You have a holster pow so you 
can carry two weapons.) 


GENT GETS GRABBED 


Te LEGEND 
Pennington asks you to o bectiy 
try the doors from your side. + 
Do so; they won’t open. Health kie 


HOLD OPP 
ATTACKERS 
FROM HERE L 
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| Follow Pen- 
- nington up some 
_ stairs and into 
a hallway. At a 
: T-junction, Pen- 
’ nington turns 
_ left. Follow him. 
| Up ahead, you 
see another 
agent get dragged into a ceiling vent. Pennington 
charges ahead, firing. 


After a short time the agent falls back through 
the ceiling, dead. Pennington moves ahead. 


‘FIP 


J booze you find ‘in there to steady your dim. Now go 
© chase Penrlington. 


Pennington 
advances down 
a corridor and 
into a big room 
full of cubicles. 
He turns right 
and starts firing 
at armed com- 
mandos farther 
down the office. 
Take a position near Pennington and aim with your 
9mm pistol. Gun down all visible commandos. 


When no more enemies are in sight, open a 
nearby SCU locker and replenish your pistol ammo. 
Also grab health kits if necessary. 


: Move ahead, 
_ into the cubicles. 
` | Pennington 

| moves ahead 
and veers left. 

_ Look for (and 

| grab) an assault 
rifle near your 
fallen enemies. 
Then veer right and look for a SCU locker with 
various ammo and health kits inside. Replenish the 
assault rifle’s ammo. Then follow Pennington. 
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NOTE 


| Another SCU Jocker ‘in this area corttdins a tiot gun 

E and ammo. You can take that ‘instead of the assault 
‘ifle if you prefer. (If you have the gold-level 
holster. you can carry both an assault Kifle and a 

» Riot gun.) 


Keep follow- 
ing Pennington 
until he reaches 
another cubicle 
office with com- 
mandos on the 
other end. (This 
office’s ceiling 
is punctured 
with tar sta- 
lactites.) Get behind cover and use the assault rifle’s 
zoom lens to zoom in and kill the commandos with i 
quick head shots. 


emes paeren punomo ne erarnan eneee eane menem 


When the 
commandos are 
down, duck back 
into an office 
behind you and 
locate some 
booze. Take a f 
drink to once 
again steady 
your aim. Just 
watch out for a possible tarman ambush when you do t 
so. (If you lose any health, sprint back to the previous 
cubicle office and use health kits, then get back here.) 


Follow Pennington forward. He enters the cubicles 
and hooks left. Help him gun down a few more com- 
mandos. Also note an SCU locker on your right, which 
contains a health kit and a riot gun. 


TIP 


Watch out for tarmen. (Occasionally. one drops from 


one of the tar stalactites ‘that puncture ‘the ceifing.) 
A single assault Kifle bullet will finish off a tarman. 


Gear up, 
using the 
various SCU 
lockers, and 
then follow Pen- 
nington out the 
other end of this 
big office. He 
kicks in a door 
and enters another office. This one is narrow and 
twisting. Keep following. 


Follow Pen- 
nington into a 
room where a, 
broken board 
forms a ramp. 
Pennington 
exclaims that 
the exit should 
be here. Follow 
him up the ramp and into yet another office. 


He advances to a spot with a locked door. Follow 
him, but look at the ceiling to spot a pair of ceiling 
sacks near here; shoot both. 


Now go 
stand by Pen- 
nington. Turn 
around and 
notice the open 
locker with 

the ammo and 
health kits 
inside. Heal and 
reload immediately (if you need to). 


Suddenly, 
Pennington 
disappears 
and several 
tarmen attack. 
They come one 
after the other, 
alternating the 
direction they 
come from. 


œ a a è eb b b b b b b 


- Get your 

_ back to the wall 
= and quickly turn 
_ to face each 

| tarman as he 

| appears. Keep 
your aim low, 

as tarmen are low to the ground. Don’t bother trying 
to aim; just shoot from the hip. Consider using your 
riot gun if you have one, as it’s somewhat better for 
this close-range work than the assault rifle. (Hither 
weapon will do just fine, however.) 


If you get hurt, run to the locker and use any 
remaining health kits. Then get back to shooting 
tarmen. 


You must 
keep this up for 
some time. If 
you are success- 
ful, eventually 
you black out. 
After a disturb- 
ing vision of 
tarmen in some 
dark place, you come back to your senses. 


You’re back in the X-ray machine. Lieutenant Rosa 
is here; it seems that everything you just experi- 
enced (from the point where you got into the X-ray 
machine) was a hallucination. 


Get out 
of the X-ray 
machine and 
look around. 
Rosa goes back 
to studying 
Vanhorn’s body. 
Your task is 
now to go to the 
fifth floor and talk to SCU Director Farrell. 


NEWS 


| Berore LEAVING THE 

| MORGUE, LOOK AROUND. A 
| RADIO SITS ON A SMALL 
TABLE BETWEEN RosA 
AND THE X-RAY MACHINE. 
LisTEN TO A NEWS REPORT. 
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Locate the 
office labeled 
“Ike Farrell, 

_ Director.” Go 

_ inside. 


Exit THE MORGUE AND 

TAKE A LEFT. Go TO THE 
ELEVATOR, BUT DON T GET 
INSIDE. FIND A RADIO ON 
A CART TO THE RIGHT OF 
THE ELEVATOR. LISTEN TO 


ANOTHER NEWS REPORT. BMGT ATER ENTERING 


; 
FARRELL 5 OFFICE, TURN 
RIGHT AND LOOK INTO THE 


Enter the elevator and press the button to go to RECEPTION) AREA TO PIND A 


the fifth floor. 


Desk. LISTEN TO A NEWS 
REPORT. 


REACTION 


ApproAca Director 


PRESS THE ACTION BUTTON 


| TO RESPOND. 


LEGEND 


h Objective When Farrell 
ELEVATOR "i r 
E) Heale, oe asks you to sit, 
ef use the action 
Riis A gau f button to do so. 
| B tke | At this point 
| | D Antenna | | Farrell asks 
l ] i EB} N 
Th BY fou ie you questions 
z l | about everything 


that’s happened 
SONIC up to now. This 
TAKE A LEFT AND FIND THE question-and-answer sequence plays out like a foren- 


OFFICE LABELED Ron Par- | sic sequence—except that instead of digging around 
Terson, Senior COUNSEL. - | for clues, you must rely entirely on your memory of 


[NSIDE THIS OFFICE, BEHIND the first four missions. 
REACTION 


FARRELL Asks iP YOU RE READY TO BEGIN. RESPOND TO 
His QUESTION. 


THE DESK, LOOK FOR A 

PICTURE ON THE WALL. 

DASH UP AND PUNCH THAT 

PICTURE TO KNOCK IT AWAY, 

| REVEALING A SONIC EMITTER. THEN PUNCH A SECOND TIME 
TO DESTROY THE EMITTER. 
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pA 
RADIO ON THE RECEPTIONIST $ 


FARRELL. WHEN HE Asks IP 
HE CAN GET YOU ANYTHING, 


FORENSIC 
THis QUESTION-AND-ANSWER SEQUENCE 16 SIMILAR TO A 
FORENSIC INVESTIGATION. SIMPLY CHOOSE THE APPROPRI- 
ATE RESPONSES TO FARRELL E QUESTIONS. 


> 
Here Are FARRELL S INITIAL QUESTIONS, FOLLOWED 
BY THE BEST RESPONSES. 


Ce 
Question: WHAT HAPPENED IMMEDIATELY AFTER 


LEAVING THE HOTELS. 


Answer: We cAraien VANHORN f BODY AWAY FROM 
i 
THE HOTEL. 
te if 
Quertion! Was LARUE WITH THE GROUP AT THE Time’ 
Ce. » 
ANNEE NE 
” 


e 
Question: \WHAT HAPPENED NExT? 


le 
Answer! DORLAND SHOT A POWER TRANSFORMER, 
l 
CAUSING A SMALL EXPLOSION. 


REACTION 
AT THIS POINT FARRELL MAKES AN ACCUSATION. Press 


THE ACTION BUTTON QUICKLY TO RESPOND TO IT. 


FORENSIC 
2 

Here is FARRELL 5 NEXT BATCH OF QUESTIONS, WITH THE 

BEST ANSWERS! 


ica 
Question! WHERE WERE YOU WHEN THE HELICOPTER 


Ruhl 
ARRIVED, 


te Is 
Answer | WAS IN AN ADJACENT APARTMENT COMPLEX, 


ica 
QuesTION! ExPLAIN WHAT HAPPENED ONCE VANHORN 
WAS SECURED. 


re. ) 
Answer THE HELICOPTER STARTED TAKING PIRE. 


w b b b b b b b b 


fe 
Question! WHO ORDERED THE PILOT TO LEAVE THE 


TEAM BEHIND.” 


ica ” 
=. Answer: DOoRLAND. 


Now Farrell asks why the team split up. You 
become agitated and automatically interrupt him. You 
accuse Farrell of ordering Dorland to leave 

you behind. 


Things get progressively more heated. Suddenly, 
Farrell pulls a gun on you. You wrestle him down to 
his desk. 


Just as it seems you may be on the verge of 
getting some useful information out of him, he 
receives a call on the intercom. It seems that Mayor 
Rachel Mars has been murdered. 


Rubber Soles (Boot): Upgrade 
Based on your performance during the mission, you now 


receive a bronze, silver, or gold upgrade. This upgrade stays 
with you for the remainder of the game. 


All three of these upgrades are functionally the same: 
They add rubber soles to your boots, giving you the ability 
to sneak. The difference lies in how effective the upgrade is. 


i 


Bronze: Some Sneaking Ability—You can sneak, but you 
need to press very gently on the analog stick to do so. 


Silver: Moderate Sneaking Ability—You have a little more 
leeway in how hard you can press the analog stick and 
remain stealthy. 


Gold: Maximum Sneaking Ability—You have maximum 
leeway when sneaking; you don’t have to be super-careful 
about how hard you press the analog stick. 


This upgrade allows you to sneak up on enemies who 
aren't looking in your direction. Do this by gently holding 
down the analog stick rather than pushingitfullyina _ 
given direction. The better the upgrade you received for 
this mission, the harder you can press on the stick and still _ 
remain stealthy. — 
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6: 
Uwsgeum 


Antennas: 2 
Player Responses: 4 
Sonic Emitters: 3 


Secondary Objectives: 
Don’t kill any security 
guards; photograph the 3 
strange statues 


Investigator Sequences: 
Several 


Post-Mission Upgrade: 
GPS upgrade 


The mayor’s body has been found, beheaded, at the 
city’s natural history museum. (She had been there 
to discuss the grand opening.) You arrive along with 
Director Farrell and Agent Dorland, who have a 
sinister—and only partially overheard—conversation 
in your presence. 


Shortly after Farrell and Dorland leave, you 
decide to do a little solo investigating. 


You start out at the crime scene, the mayor’s 
headless body slumped nearby. A lone policeman is 
here with you. He first inspects the body, and then 
turns over a wheelbarrow. He conjectures that the 
wheelbarrow must have been used to transport the 
body. This gives you the opportunity to start a foren- 
sic sequence. 
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DROP DOWN FROM PLYWOOD _ 


STAIRS UP 


LEGEND 
O object 
+| Health cir 
fl Weapon 
'@) wher 


@ Antenna 


Smic Emitter 


START THE FORENSIC 
SEQUENCE AND WHIP OUT 
Your UV LIGHT TOOL. 
ExAmINE THE FLOOR NEAR 
THE WHEELBARROW, AND 
you LL CEE DIME OF 
INCONSISTENT WHEELBAR- 


sins 


| ROW TREAD MARKS LEADING TO A DOOR. 
| 


ZOOM IN ON ONE OF THE TREAD MARKS AND SELECT! 
ica ” 
Time TRAIL TO DOOR. THEN suBmIT THE EVIDENCE. 


REACTION 
| Aerer You submit 

| THE EVIDENCE, THE POLICE- 

MAN NOTES THAT YOu 

| AREN T SUPPOSED TO ENTER 

| THE museum iTseLe. You 

CAN RESPOND TO TAIS 

STATEMENT. 


eae - The police- 
= man walks 
over to a low 
wall and offers 
to give you a 
boost over it. 
Approach him 


and he automatically hoists you over. Now you’re in 
a small paleontology lab. 


REACTION 


4 Just AFTER You ToucH 


DOWN ON THE OTHER çfıDE 
OF THE WALL, THE POLICE- 
MAN TELLS YOU TO NOT 
KILL ANY SECURITY GUARDS. 
You CAN RESPOND TO THIS 
STATEMENT, TOO. 


OBJECTIVE 


Don't Kil any security guards. 

If you must confront a security guard. use your 
fists (Mo weapons) to knock him ‘into a defeated 
State. From there. grab him ‘in a headlock. You wt 
automatically perform a nonlethal finishing move from | 
the headlock. | 


Exit the lab; 
you can imme- 
diately choose 

to veer right or 
me | left. Go right 
and enter a 
cavernous room 
with odds and 
ends of museum 
property strewn 
all around. A couple of security guards are in the 
center of this room. 


Don’t 
approach the 
guards. Instead, 
keep walking 
along the edge 
of the room. 
(Remember: 
walk slowly to 
avoid making 
noise and 
attracting attention. You can stop being careful once 
you can no longer see the guards.) Look for a narrow 
doorway, up ahead on your left. Go in there. 


REACTION 
As You WALK THROUGH THE NARROW DOORWAY AND 
INTO A STORAGE AREA (WHICH, LIKE THE MAIN AREA, 
Iç PACKED WITH DISPLAY CASES AND OTHER ODDMENTS), 
RosA CONTACTS You vwiA RADIO. Press THE ACTION 


ma | BUTTON TO RESPOND. 


FORENSIC 
> 
SHORTLY APTER ROSA f INITIAL RADIO TRANSMISSION, 


YOU AUTOMATICALLY PULL OUT YOUR FIELD KIT AND 
ENTER A FORENSIC SEQUENCE. 


RosA DEscRIBEs A PACKET OF INFORMATION LEFT AT 
THE CRIME SCENE. WHEN PROMPTED, ASK THE FOLLOWING 
QUESTIONS. 


fe » 
© Dib You FIND ANY FINGERPRINTS ON THE PAPERS 


Ce 
e Do You THINK VANHORN NURSED Hif NEPHEW BACK 


» 
TO HEALTH ? 


IT NOW LOOKS LIKELY THAT SERIAL Kiler X (SKK), 
WHOM YOU THOUGHT YOU HAD KILLED AT THE END OF 
Condemned. CeminAl ORIGINS, IS NOT DEAD. AnD HE 
SEEMS TO BE THE LIKELY SUSPECT IN THIS MURDER CASE. 


At the far 
end of this 
storage area, 
look for a big 
pool of blood on 
the floor. There’s 
a strange-look- 
ing saw in the 
middle of the 
pool. You can begin another forensic sequence here. 


FORENSIC 


Fiest, You RE PROMPTED 
TO TAKE A PHOTO OF THE 
saw. TAKE OUT YOUR 


CASPAR RS i LPS REPULLY | FOCUC, 
AND SNAP A PHOTO. 


RosA NOW Asks You TO 
PHOTOGRAPH THE HANDLE 
OF THE sAW. Go AHEAD 
AND TAKE A GOOD PICTURE 
OF THE HANDLE. 4 


SHORTLY AFTER THIS YOU TAKE OUT YOUR FIELD KIT 
AND GET TO ASK A QuesTION. SELECT: 


Ce ” 
© NHAT ABOUT THE sAw’ You SAID IT LOOKED MEDIEVAL? 


RosA NOW SUGGESTS THAT YOU LOCATE THE MEDIEVAL 
TOOL EXHIBIT—-WHICH If THE LIKELY PLACE THE (Aw 
CAME FROM. 
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NOTE 


Walk up You can also descend ‘into a locker room or an 
some nearby office. However. these locations are worse because 
metal stairs. they tend to contain guards. If you drop down in 
| Notice an array these places. you need to fight the guards. Be sure 
of surveillance not to Kill them {if you want to get a gold upgrade 

_ cameras atop fm for this mission). 

the stairs. You To avoid killing guards. never use weapons when 
can initiate im fighting them. Just use your fists. Then. once they 
another forensic go down. stop hitting. Wait for them to ise to 
sequence here. their knees so you can get them in a headlock and 
perform a nonlethal finishing move. 


FOREN TIC 


You must Now s€Lect THE 


CAMERA MOST LIKELY TO | Slowly walk 
HAVE WITNESSED THE SCENE | out of the 

WITH THE BLOODY sAw. | utility room, 
THERE 5 ONLY ONE CAmERA | turn right, and 
POINTED IN THE PROPER | look for a door 
DIRECTION, AND THAT 5: | labeled “Surveil- 


lance Office.” Go 

through it and 

| close the door 
At the top | behind you. 

of these stairs, 

you can climb 


© CAMERA IFO! 


CELECT AND SUBMIT THAT BIT OF INFO. 


onto a drop | 

ceiling. Climb | l | Walk slowly to avoid making noise. and thus to avoid 
up and start | i | alerting guards. (Liisten—if you can hear your own 
following a | l footsteps. so can the guards.) Press very gently on 
wooden path | the control stick to keep your movement slow and 
through the | | your footsteps ‘inaudible. 

ceiling. : sini NALA sees SONA ARRON EN 


phere ate FORENSIC 


three different | 
i (TART A PORENSIC SEQUENCE 
places where i 


IN THE SURVEILLANCE OFFICE. 
you can drop 


down into 
rooms below. 
‘You want to 
drop into the 
second avail- 
able room, — neces e “Backup Drive icon” Í 
which is a dark utility room with a police radio in it. | 

| SELECT THAT ONE AND SUBMIT THE EVIDENCE TO RosA. 


CYov’ll hear some dialogue coming through the radio, 
| You Now WATCH THE FOOTAGE. RosA TELLS You THAT 


so this room is hard to miss.) | > > 
| THE FOOTAGE ISN T THAT REVEALING——SO ITS TIME TO f 


stern Ona 


Look FOR A STACK oF 
RECORDING UNITS. ZOOM IN Í 
ON THEM, ONE AFTER THE 
OTHER, UNTIL YOU HAVE 
HIGHLIGHTED! 


— RESUME YOUR SEARCH FOR THE MEDIEVAL TOOLS ExHIBIT. 


Note the health Kits in this utility room: you can 
come back to heal up if you get hurt. 
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NEWS 
| Exit THE SURVEILLANCE OFF 
ICE AND QUIETLY WALK 


Carefully 
DOWN THE HALL. VEER 


_ make your 
LEFT AND LOOK FOR A = way forward, 
DOOR LABELED HEAD oF - then right 
? 


i 
Muséum Security. Go in 
THERE AND LOCATE A TV; 
LISTEN TO A NEWS REPORT. 


toward a stair- 
case. There’s 
a thief hiding 
behind some of 
Exit the i z | these cases, and he’s likely armed with a paper 

|  cutter—a really damaging melee weapon. We recom- 
mend backing up and throwing your baton at his 
head as he charges toward you. Then hit him with 
a sprint attack, which will likely knock him down, 
| setting up an easy kill. 


security head’s 
office and 
move farther 
down the hall. 
Locate a closed 
door labeled 


“Meeting FIP 

"SHRP PETE IHR NNER PTT PPPS TMT TP esana eaa re 
Room.” Go in | { ee Ae : aa 
there and grab a baton from a table. | You can bait enemies with potent weapons ‘into 


throwing ‘their weapons at you. Do this by stay- 


You can beat up the security guards ‘in ‘the vatious 
other rooms ‘if you want to. but frankly. ‘there's Go up the 
no paint. ' stairs, passing 
ln nay - beneath the 
swinging corpse 
of a very 

- unlucky security 
_ guard. Turn left. 
_ Near an informa- 
~ tion desk lighted 
| by green neon, notice a patrolling security guard. 


Just oppo- 
site the meeting 
room is a door 
labeled “Exit to 
Public Galler- 
ies.” Go through 
this door. (Once 
you’re through 
it, you don’t 
have to worry 
about sneaking for a while.) 


memme enren 


u a a a b b b G G b 


Move through a couple rooms filled 
with display cases and into a big, 
empty space with a T. rex skeleton. 


P 


Watch as some thieves tip over a Tan 
display case on the far end of the room (EnTeY Point) | 


A and then scatter. 
BLOODY 
LEGEND WORKBENCH 


TERT l DROP o 
© objectwe DOWN COLLAPSING 


KERE RIDGE 
=A + Health kit 
E Weapon 


= 


You can either go up and fight the guard. subduing 

him without killing him. or simply wait as he walks 

off. If you wait. a thief hiding at the other end of 
= the room will jump out and Kil] him. 


NEWS 

I THeres A TV To THE 

| RIGHT OF THE INFORMA- 

F TION DESK. Go LISTEN TO 

| its News REPORT. (Arco 

I NOTICE A HEALTH KIT 

| SITTING ON THE INFORMA 
TION DESK; HEAL uP IP You 
NEED To.) 


After listening to the news report, make your way 
through this room and turn right at the end. 


FIP 

| From this point forward. youll see lots and lots of 
| medieval weapons. Some are in display cases; others 
E are held by armored knights. Most are only acces 
$ sible ‘if you smash some glass. 
3 We recommend having one of these weapons at all 
— times. They re very damaging. and since they re so 
| plentiful. you should look to hur} them at enemies; 
f after all. you can always grab another. 
‘ Take whichever ones you Tike best. For actual 
= melee combat we're partial to the short swords. 
© Though they lack broadswords’ reach. they're faster 
~ and deal comparable damage. The extra speed makes 
_ it easier to hit enemies wielding the heavier medieval 
< weapons. 
; For throwing. any weapon will do—though the 
= heavier ones do ‘inflict more damage. However. note 
© that any thrown weapon can stun the enemy and set 
< up the raging bull technique when ‘it scores a head 

shot. With this ‘in mind. you may favor the lighter 
- weapons. which can be thrown faster. 


© PRIMAGAMES.COM 


 pRIMA Official 
È Game Guide 


- z Taa 


a bridge that 
crosses a lower 
floor of the 
museum. Get 
onto the bridge | 

aA eek aaah Semmens 
and to the left, where a security guard is getting 

mobbed by thieves. Then quickly look at the other 

side of the bridge. There’s an armored thief with a f 
war hammer hiding back there. 


Approach 

_ the other end of 
_ the bridge, then 
— back up when 
the armored 
thief attacks. 
Defeat him; as 
usual, we rec- 
ommend throw- 
ing your weapon to start the battle. You can always 
retreat and grab another weapon if necessary. 


ireann 


rcs 


Armored Thieves 


Many of the thieves 

= inside the museum 
have not only grabbed 
= medieval weapons, 
but have donned 

= antique armor as well. | 
| These thieves are very | 

_ dangerous, and quite 
~ hardy. 


For this reason we strongly recommend using our favor- 
ite combat sequence, the raging bull, against them: Throw 
a weapon at the thief’s head, then sprint-attack while your 
target is stunned. As long as your thrown weapon scored a 
head hit (not a body hit), this knocks the enemy down. Then 
all you have to do is hit once while your foe's down, and the 
fight is over. 


If you do get stuck fighting hand-to-hand, be sure to 
grab a melee weapon, and do your best to get the weapon 
out of your opponent's hands. (The thieves are a lot less 
deadly when unarmed.) 


How can you disarm opponents? Use chain attacks when- 
ever possible, as these deal serious damage and also disarm 
the enemy. Disarm combos work well, too, if you can pull 
them off. 


Another, safer tactic is to keep retreating while keeping 
your eyes on the enemy. By doing this you can often bait 
one into throwing a weapon. Then rush in for a sprint attack 
before a new weapon is picked up. 


| Arren DEFEATING THE 
ENEMY, STAND ON THE 

| BRIDGE AND LOOK DOWN 

| Amp Leer. You LL s€€ A 

| SONIC EMITTER ON ONE OF 
THE WALLS. 


| WITH THIS EMITTER LATER, 
WE PREFER TO TAKE CARE OF IT NOW. HuRL A WEAPON 
PROM THE BRIDGE, SMASHING IT. 


Cross the 
mè bridge and move 
through a series 
of rooms, where 
you repeatedly 
catch glimpses 
of Cand hear) a 
female vandal 
using a can 

of spray paint. She keeps running away as you 
approach her. 


i> ia 


One of the 
rooms gives 
way to a scaf- 

_ folding covered 
with plywood. 

- Walk out onto 

_ the plywood 

_ and look across 
_ the way. See 

a room with a 
grindstone? That’s your eventual goal, but you can’t 
get there yet. 


Notice a health kit on the plywood. Heal up if 
you’re injured. Then, drop to the lower level. 


Now you're 
in one corner 
of a giant, cav- 
ernous room. 
Several thieves 
lurk in this 
area; some are 
armored, while 
some are not. 
Refer to the 
sidebar “Armored Thieves” for tips on how best to 
deal with these enemies. 
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ONC = eaa 


WHILE You CAN DEAL 


_ the spray paint as a makeshift flamethrower. Retreat 
_ while fighting her, as well. 


_ wielding a battle axe with excellent reach and 


| the fight easier. 


| Now we start to deal with the thieves. The best way. 
‘in our opinion. ‘is to venture out ‘into ‘the boom just 
far enough to get ones attention. Then. backtrack 
| Slightly and fight. Keep backtracking and picking up 
F flew weapons as necessary. Then. when the enemy has 
- fallen. go out and lure ‘in another one. 


omen 


Venture into the big room, keeping to the left, and 
lure back the first thief. He’s likely to be unarmed. 
Retreat slightly and then finish him off. 


TIE 


This ‘is a good time to use a few charges from your 


stun gun—especially ‘if you're unlucky enough to get 
attacked by two or three enemies at once. A few 
opportune zaps make the fight much easier. 


Now veer 

- left and explore 
a bit more. The 
_ spray paint- 
_ wielding vandal 
you saw earlier 
is likely to be 
_ the next enemy. 
_ Beware: she’s 

capable of using 


Keep exploring this area. A burly, armored thief 
near the center of the room is your next likely oppo- 
nent. Be very careful with this one: he’s probably 


power. As usual, throw weapons at him to make ~~ 
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As you 

- approach a 
stairway at the 
_ other side of 
this big area, 
more thieves 
Cand possibly a 
security guard 
or two) may 
appear. Fight a retreating battle, throwing weapons, 
as you make your way back to where you first 
dropped down. This is a good place to fight, as you 
can use debris to protect your flanks; this prevents 
multiple enemies from surrounding you. 


“FIP 


1 Let the thieves fight the security guards when— 
- ever possible. It may be cynical. but each guard the 
| thieves Kill ‘is one fewer guard you have to subdue. 


use weapons. and to use nonlethal finishing moves on 
F them. Also. remember that they can pick up the same 
| medieval weapons that you're using—so be careful. 


SONIC 


| THERE s A SONIC EMITTER 

© MOUNTED TO A PILLAR NEAR 
í THE MIDDLE OF THIS AREA. 
[T c ABovE EYE LEVEL. 


WHEN You vE 

| EXPLORED MOST OF THIS 

| AREA AND ARE PRETTY 
FURE NO MORE ENEMIES ARE 


AROUND, WALK AROUND UNTIL YOU FIND THE EMITTER; 
THEN, THROW A WEAPON AT IT TO DESTROY IT. 


FORENTIC 


| THERE s A cmALL CDE 
ROOM ADJACENT TO THE 
BIG OPEN AREA; ITS 

| AccessiBLE BY AN OPEN 
DOORWAY. Go IN THERE 

= AND LOOK FOR AN ARMLESS 
STATUE IN A GLASS CASE. 

~ THE STATUE HAs come OF 
THE SAME STRANGE, METAL MODIFICATIONS IN THE JAW 


AREA THAT MANY OF YOUR ENEMIES EXHIBIT. 
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If you do end up fighting guards. remember not to | 


ENTER FORENSIC MODE AND PHOTOGRAPH IT. THis is 
THE FIRCT OF THREE STATUES THAT YOU must PHOTO- 
GRAPH TO COMPLETE A SECONDARY OBJECTIVE. 


Photograph all three strange statues. (You've just 
done one of them.) 


£ 
OBJECTE E pee i 
£ 


Now it’s time to 
exit this big room 
once and for all. 
You can take the 
big stairway or 
look for glass 
doors near a wall 
with the word 
“Landsknecht” 
on it. 


We take the glass doors—but feel free to take the a 
stairs instead; they lead to the same general space 
upstairs. 


After you f 
open the glass 
doors, several 
security guards 
and a thief 
appear. Let 
them fight one 
another, then 
mop up the 
survivors (as 
usual, taking care not to kill the security guards). 


Just outside the doors, look for a blue SCU locker. 
Open it and grab health kits and stun gun batteries 
from inside. : 


—— 


Go uP THE STAIRS TO THE 


Mus€um ROOFTOP. AT THE 


Backtrack to 
the glass door 
and go back out 
onto the rooftop. 
Watch out for an 
ambush up here: 
a couple more 
thieves charge 
you shortly 
after you exit the door. 


TOP, TAKE A RIGHT AND 
KEEP MOVING UNTIL YOU 
FIND A PILE OF BRICKS ON 
THE GROUND. GRAB A BRICK 
AND LOOK uP. 


ONE OF THE HARDEST-TO-CEE SONIC EMITTER, IN THE 
GAME If HERE. ITs HIGH UP ON A BROWN BRICK WALL, 
ABOVE A LOWER SECTION OF THE museum WITH A CON- 
CRETE WALL. You CAN SEE THE EMITTER IF YOU BACK uP 
SLIGHTLY PROM THE BRICK PILE. 


Follow the 
Throw Bricks UNTIL You DESTROY THIS EMITTER. IT rooftop back 
MAY TAKE SEVERAL; You NEED TO Aim WELL ABOVE THE toward the 


EMITTER ITSELF IN ORDER TO HIT IT. stairs. More 


thieves and a 
security guard 
appear up 
ahead. Let them 
sort each other 
out, and then 
beat down the survivors (who will almost certainly 
be thieves). 


FORENE mmr 


Go THROUGH THE DOOR AND 


4a> By) 


ADVANCE UNTIL YOU FIND A 


BLOOD-SPATTERED WORKBENCH. 
(TART A FORENSIC SEQUENCE. 


TAKE A PHOTOGRAPH oF 
THE METAL PIECES ON THE 
WORKBENCH. 


Don’t go 
Next You RE ASKED back down the 
TO TAKE A BLOOD SAMPLE. stairs. Instead, 
GET RIGHT UP NEXT TO THE go just past 
WORKBENCH AND 200m IN them. To the 
ON THE BLOODIED cuRPACE, left is a second 
Press THE ACTION BUTTON statue that 
TO TAKE A SAMPLE. needs to be g 
> photographed. 
TEN NOU. RE chic Enter forensic mode and take a picture. That’s two 
ee statues down, and one to go. 
WORKBENCH. ZOOM IN ON ONE OF THOSE AND TAKE A 


SAMPLE OF IT, TOO. 


Keep advanc- 
ing to a glass 
door. Open it and 
turn left. Imme- 


RosA NOW TALKS TO 
YOU ON THE FIELD KIT. Ack 
| THE FOLLOWING QUESTION! 


© “Any EVIDENCE THE | diately ahead is 
Re METAL PIECES CAME FROM a plank that you 
Bw RACHEL Mars s Bopy” | can duck under. 
| This ENDS THE SEQUENCE. Do so. 
REACTION 


> 
just AFTER THE FORENSIC SEQUENCE ENDS, As You RE 
TALKING TO ROSA ON THE RADIO, YOU GET A CHANCE TO 
REACT TO HER COMMENTS. 


4 
5 
i : 
m. 
m 

= 
A 
=J 
= | 
a 
-Ë 
a 
A 
a 


After you 
1 duck under the 
_| plank, a thief 

| in full plate 
| mail armor 
- (not just the 
_ piecemeal stuff 
| the others 
were wearing) 
attacks. (We’ll call him the knight, because of that 
armor.) You barely dodge his axe strike. 


“tere ran te a nm HORNS 


Run away from the knight, into new territory. 
You pass a couple more ordinary thieves as you run; 
avoid them as best you can. 


When you see a makeshift bridge up ahead, run 
across it. The knight follows, but his heavy armor 
makes the bridge collapse, and he falls to a lower 
level. You’re safe from him for now. 


Move away 
_ from the col- 
lapsed bridge, 


_ eval displays. 

As you enter, 

_ be prepared to 

- block—a thief 
ambushes you. 

Dispatch the thief and move into the room. 


: 
52 os, PRIMAGAMES.COM 


pa 


, PRIMA official 
Game Guide 


j 
“eqn 


' into a room filled 
- with more medi- 


The third 
and final 
statue that 
you must pho- 
tograph is in 
here, on your 
left. Make 
sure nobody’s 
around before 
taking the photo. 


Nearby, in 
_ a display case, č 
| locate a pair 
_ of crossbows. 
_ These are 
_ super-powerful f 
(and mysteri- 
< ous) Oro cross- 
_ bows. Grab and 
holster one of £ 
these, and consider picking up the other one as well. 


onenn 


a a A 


Advance to f 
a spot where you 
- need to step over 
some wooden 
| planks. Press f 
the action button 
| to do so, As you 
do, the knight { 
reappears and 
knocks you all the way down a flight of stairs. 


TUNE TTE i  e d 


Now you’re at the bottom of the stairs, and you 
need to kill the knight. Fortunately, while he’s super- 
durable and can deal severe damage with his axe, 
he’s also pretty slow. 


Run around 


: this area a 

bit just to see 

= what you’ve 

got to work 

= with. Notice the 

_ SCU locker; it 

contains health 

| kits, so you can 
heal up if you 

want. But really, you shouldn’t have to. 


w b b G b & b&b 


Start shooting the knight with the Oro crossbow. 
When you’ve depleted the one you have, use the one 
in your holster. And if you run out of bolts, you can 
find more crossbows in a display case near the base 
of the stairs. 


Aim for the knight’s abdomen to inflict 
extra damage. 


wu iè iè is i+ bb 


we proceed to the next mission... 


Once you’ve 
hit him with 
quite a few 
crossbow bolts, 
he crumples. 
Run up to him 
and press the 
action button to 
deliver the coup 
de grace. This 
not only kills him but completes the mission. 


TE 


| An alternate approach ‘is to wait until the knight 

| gets his axe stuck ‘in the ground. Run betiind him and 

> shoot him vin the back to make short work of him. 
Rosa now shows up and tells you about a lead 

that may take you to SKX. It requires you to visit a 

hunting lodge in a northern wilderness area. And so 


GPS. Upgrade 


Based on your performance during the mission, you now 
receive a bronze, silver, or gold upgrade. This upgrade 
stays with you for the remainder of the game. 


Bronze: One Waypoint—You may place one waypoint on 
your GPS. 


Silver: Two Waypoints—You may place two waypoints on 
your GPS. 


Gold: Three Waypoints—You may place three waypoints on 
your GPS. 


Place waypoints on your GPS by bringing up the GPS 
tool and referring to onscreen prompts. Waypoints allow 
_ you to mark spots on the map for 
_ future reference. For example, you 
@ might place a waypoint on a useful 
l weapons cache. 


Since you have this guide to 
~ direct you to important locations, 
~ the ability to drop waypoints on 
the map is not particularly vital. 
However, depending on your 
: style of play, you may still 
appreciate the extra way- 
point abilities provided by 
the silver and gold upgrades. 
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a small prop plane to get ‘there. 
much better. 


Mission T: 
Black Lake Lede 


Antennas: 3 


Player Responses: 6 
| Sonic Emitters: 0 
Secondary Objectives: Take a photo of the 
wall carvings — 
i Investigator Sequences: Several 
— Post-Mission Upgrade: Steel toe boots 


The flight to the lodge is far from peaceful: the masked 
man, your personal demon, appears in the pilot’s seat 
and mocks you; the plane crashes; you emerge dazed 
from the smoking wreckage of the plane. 


The lodge is somewhere nearby, so it’s time to 
get moving. 


l A path starts just to the left of the wrecked plane. 
Start walking down that path. 
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Rosa's given) you a hot ‘tip ‘that may lead you to Vanhorn. SKX. or both. Unfortunately for 
you ‘it's a bit of a trek: you] be visiting a northern hurtting lodge. and you'll have ‘to take 


Buckle up. as ‘itll be a rough side—and once you reach ‘the destination. ‘it doesn't get 


REACTION 


FoLLow THE PATH DOWN a 
| SOME STAIRS AND ACROSS 

AN 1CED-OVER POND. 

FARRELL CONTACTS You VIA 
RADIO, TELLING You HE s a 
| ON YOUR SIDE. 


| You GET A CHANCE TO 
l RESPOND TO HIM EARLY IN 
THIS CONVERSATION. 


REACTION 


| A second REACTION 

| OPPORTUNITY POPS uP As 
| YOu REJOIN THE PATH ON 
| THE OTHER SIDE OF THE 

| FROZEN POND. 


When you 
reach some 
signs, take a 
right and follow 
a twisting path 
through the 
rocks. 


mene etree ee eee tae 


Walk across a 
wooden bridge. It 
collapses, drop- 
ping you to a 
lower ravine. 


=... ee ee 


WALK A SHORT DISTANCE, 
AND YOU FIND A PATCH 
OP BLOOD WITH A HUMAN 
ARM IN IT. INITIATE A 
PORENSIC SEQUENCE AND DO 
THE FOLLOWING: 


Keep following the path until you see another 
frozen pond up ahead. Drop onto the pond and veer 
right. Then approach the lodge building and enter the 
basement through a hole in the wall. 


| 
| 
| 


— e Zoom IN ON THE Akm, 
fe ” 
secect Arm, AND suBmiT THE EVIDENCE. 


RosA Asks YOU TO DETERMINE THE TIME OF THE KILL! 


© ZOOM IN ON THE WRISTWATCH ATTACHED TO THE 
fe ” 
Arm. SELECT Cocvvect. THis BRINGS UP MORE MENUS. 


fe 
ma | e ÇeLecr February 24.” 


fe ” 
* Select: 0002., 


SUBMIT THIS DATA. RosA NOW Asks FOR A SAMPLE. 

le ” 

ma | Zoom IN ON THE HAND AND SELECT COLLECT SAMPLE. 
THEN suBmiT THE SAMPLE. 


RosA NOW GIVES YOU MORE INFO VIA THE FIELD KIT, 
BUT YOU DON T NEED TO DO ANYTHING ELçE. THis Com- 
ma | PLETES THE FORENSIC SEQUENCE: 


Keep advancing. In a moment your spectrometer 
icon appears, because there are traces of formalde- 
hyde in the air. 


Take out the spectrometer and take a quick look 
at it to acknowledge the icon. Then put it away. 


STAIRS UP TO 
MAIN LEVEL 


When you reach a fork, veer right (because the 
left path is a dead end), then veer left again when 


RIGHT AWAY Y EE A 
you get the opportunity. H zn 


DEAD BODY. START A 


suai Sip i | FORENSIC SEQUENCE. 
You approach | é 


a fallen tree that 
forms a crude 
bridge. Cross the 


Your Fiest TASK ıç 

TO IDENTIFY THE VICTIM. 

i 

| © ZOOM IN ON THE FACE 
fe »” 

AND seELecT MALE. 


© ZOOM IN ON THE INSIGNIA ON THE VEST AND 
fe ” 
secect SCU. 


e Z00m IN ON A WALLET SITTING BESIDE THE BODY. 
Ce y 
ÇeLecr CoLLECT. 


SO PORENTC 
- | Rosa CONTACTS You WITH © COLLECTING THE WALLET ALLOWS You To sELecT A 


Ce + 
NAmE. feLecer D. PAYANT.. 


| RESULTS FROM THE Tissue 
SAMPLE. Asc HER THE POL- 
| LOWING QUESTION VIA THE 
FIELD KIT INTERFACE: 


SUBMIT THIS INFO. 


REACTION 


fe i 
e DenypraTion? WiTH | JYST AFTER SUBMITTING THE INPO TO RorA, You GET 
THE OPPORTUNITY TO RESPOND TO ONE OF HER COMMENTS. 
Do so. 


ALL THIS (NOW: 


i 
| 
Í 
| 


THAT ç ALL FOR THIS SEQUENCE. 
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pe p : ; | STAIR, WHERE 
A f BEAR CHASE 
RESUMES 


The SCU agents ‘throughout ‘this mission are afl “dark 

agents.” They work for the SCU, but ‘they have a 

another. secret loyalty—and they've been told by that a a 
secret organization to come here and kill you. | : 


i Start | 
- making your T ao | a 
way through 
the basement. 
There are a 
couple of dead 
ends, but essen- 
tially there’s 


STAIRS UP PROM 
BASEMENT 


Sea: 


| 


| only one path. LEGEND 
| You hear some pretty ominous noises upstairs. 
, ; A] object Wwe 
i You know you’re on the right path when you find 
+| Health kit 


the half-eaten body of another SCU agent. 


Snine 


E Weapon 


Climb some A oker 
rickety stairs apes 
y) A 
to the main «o paket 


Sonic Emitter 


floor. Turn left, 


HOLE FROM 
squeeze past SECOND FLOOR | 
some boxes, CHES SI CRISEC SSRIS GER SS | 
and climb a 


Turn around a 
and walk ahead. 
| Find a hole in 
= the floor and 
drop through. id 
Now you’re back 
on the first floor, 
in a garage area. f 


second set of 
stairs to the 
second floor. 


As you ascend, look right. A gigantic, rabid bear is 
mauling an agent. This is what you’re up against. 


Continue up 
the steps, open 
a door, turn 
right, and then 
turn right again. | 
Past some boxes, | Move into 
you'll see the _ the garage. Up 
agent who just ahead, the gigan- 
got mauled. He’s tic, rabid bear 


still alive—just barely. He slowly crawls out of sight. appears. The 
instant you see 


it, turn around 
and run through 
an open doorway. 


Take a deep breath, because shortly you’ll be 
running for your life. 


i 
i 
i 
i 
i 
i 
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Use the sprint button to maintain top speed while 
running from the bear. If at any point youre too 
slow. the bear catches and Kills you. and you're 
forced to start over. 


You’re now in a long hall. Turn right and run 
down the hall. 


Keep sprinting. Just before the end of the hall, on 
the right, is a door. Veer into it and then get into a 


4 closet on the right. 


Stand in the 
closet and catch 
your breath. 

mà | The bear stands 
outside. Eventu- 
ally it smashes 
a hole through 


mà | the wall. 


When the 
bear with- 
draws its head, 
run forward 
through the 
opening it 
made. This 
brings you into 
4 a small living space. You can stop hurrying for a 

moment, as the bear won’t chase you here. 


NEWS 


| Go LEFT AND LOOK FOR A 
F TELEVISION IN AN ADJA- 
| CENT ROOM. LISTEN TO A 
| NENG REPORT. 


A Return to 
the main living 
room and 
look for stairs 

me | leading up. 
Once again take 
a deep breath, 
as the bear 

m appears when 
you start up 

those stairs. 


If you do get caught. try agdin and work on get- 
‘ing away the very ‘instant the bear appears. 3 


| The bear pokes his head through the wall but cannot 
| get past an overturned bathtub. 


_ this bathroom. 
| When you’re 


_ bedroom where a | 
_ cabinet has been 


MOVE CABINET 


MOVE 
CABINET | 


WOUNDED AGENT 
AND SHOTGUN 


STAIRS UP FROM 
FIRST FLOOR 


DROP THROUGH 
INTO GARAGE 


Start 
' running once 
you hear the 

_ bear. At the top 
_ of the stairs, 
hook left into a 
_ bedroom. 


Inside the 
bedroom, veer right and run through a roughly man- 
shaped hole in the wall. Now you’re in a bathroom. 


Briefly rest in 


ready, exit 
through a hole in 
the far wall. 


You enter a 
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NOTE 
Hitting the tanks is easy. The trick is to hold off | a 
on firing until the agent tells you to. {You only have | 
one buflet. so jit has to count.) 


moved to block a door. Press the action button to 
slide the cabinet aside. Then go through the door. 


REACTION 


THE ExPLOSION DARKENS 


Turn left = A 
4 OUR VISION ND THROWS 
and walk down : - i 
1 Ov CLEAR OF THE LODGE. 
_ the hallway. : a 
WAIT AND LISTEN TO SOME 
When you 
RADIO CHATTER Af You 
hear the bear ; 
; recover. WHEN Rosé con- 
behind you, 


| TACTS You, WATCH FOR THE a 


start sprinting. 
p 8 PROMPT TO RESPOND. 


Go down the path until you find the main lodge 


At the end building. Find the door and get inside. a 


of the hallway, 
on the left, is an 
open doorway. 
Veer inside and 
then immediately 
slide a cabinet 
over to block the 
doorway. 


Sneak up on a dark agent (remember—walk 
slowly) and subdue him. Take his assault rifle. 


FORENSIC 


Move FORWARD AND 

LOOK TO YOUR RIGHT. 

| THE mAssive DOORS TO 

O THE LIBRARY ARE RIGGED f 
WITH SOME SORT OF 
ELECTRONICS. START A 


REACTION 


THE WOUNDED AGENT 
YOu sAw EARLIER if AT 


FORENSIC SEQUENCE HERE. f 


PME ENE OF THIT MLE Roc& Asks YOU TO DESCRIBE THE ELECTRONICS. 


APPROACH Him AND PRESS i 
© ZOOM IN ON THE EQUIPMENT f OPENED ALUMINUM 


THE ACTION BUTTON TO Ce » 
Dook Anb secect DETM-i2x. Submit THAT INFO. 


ASK Him WHAT HE 6 f 
> 
DOING HERE. Roc& TELLS YOU THAT ITS A DETONATOR, AND THAT 
YOU NEED TO FIND AND DISABLE six ATTACHED BLASTERS 


BEFORE DEALING WITH IT. 


lies beside the 
agent. When he’s 
done talking, 
grab it. Your 
view automati- 
cally switches to 
a fixed perspec- 
tive, looking 
toward the door. Clear plastic tubes 
connect the blasters to 
the detonator. These 
tubes are nearly invisible unless you shoot them with your UV 


Dealing- with the Blasters 
Most of the remain- 

ing walkthrough for 

this mission deals with 
locating and disabling 
the six blasters attached 
to this detonator. 


Wait as the bear appears and then charges at you. 
Don’t fire yet. Aim at a bunch of propane tanks. 


When the bear is next to the propane tanks, the light. When your UV light is out, they light up very clearly. 
agent tells you to fire. Only then should you shoot the (Note that once a blaster is destroyed, its connecting tube 
gun, destroying the tanks and the bear. becomes more visible and can be seen without the UV light.) 


If you wish to follow the tubes on your own, go ahead, then 
rejoin the walkthrough when we return to this detonator. 


Otherwise, continue to follow our recommended path. 
— PRIMAGAMES.COM 


ENTER FROM 
OUTDOORS 


COMPUTER 


BOME CONTROL 
PANEL/ LIBRARY 


STAIRS TO 
UPPER FLOORS 


STAIRE TO 
LOWER FLOORS 


Regardless of what you do, you should know these facts: 


A 
= 


-2 


e Once you find a blaster, press the action button to grab it. 
Then locate a nearby window and throw the device outside. 
(Throw it just as you'd throw any item.) 


+ If you fail to throw the blaster quickly enough, or if you 
fail to actually send it outside (for example, if it hits the 
wall instead of going out the window), you'll die and must 
start over. 


+ This lodge is stuffed to brimming with weapons, booze, and 
health kits. Look for wall cabinets containing health kits, 
and look in footlockers for lever rifles. The booze is just 
about everywhere. 


4 + Since booze and weapons are so plentiful (and since you'll 

probably want to use fallen enemies’ assault rifles rather 
than lever rifles), we have not marked their locations on our 
maps. However, we have noted the locations of health kits. 
Just remember to scavenge ammo and booze whenever you 
find it, and you'll do OK. : 


-2 


. Often, when you get rid of a blaster, it triggers an onslaught l 
_ of several dark SCU agents. Fight them as they arrive, then | 


get back to the business of locating blasters. 


__ + This lodge has several floors, and it can get pretty confusing. 
___ Expect to take some time getting your bearings. If all else _ 
~ fails, pull out the UV light and use the plastic trails to find 


your way to each explosive. 


LEGEND the doors and gun him down. 
O ogere You’re now on a landing 
+| Health Kit overlooking a lower level. To 


_ the fluorescent 


: out your assault rifle and finish them off. Then heal 
_ from a nearby wall cabinet, restock your ammo, and 


Did you read the sidebar? 
- Good. Now proceed to some 
| doors that lead to a landing. A 
_ dark agent is out there. Open 


the left, behind some doors, are 
| stairs leading up. Stairs also 
lead down from the landing. 
| Do not go up or down any 
stairs yet. Instead, veer right 
and look for a hallway leading 
toward Blaster 1, which is 
marked on our map. 


Locate 
Blaster 1. You’ll 
know you’re 
close when you 
hear the beeping 
emanating from 
it. (Use the UV 
light and folow 


tube if you need 
more assistance.) 


Locate a 
| nearby window. 
| Then grab the 

_ blaster. 


Sprint to 

_ the window 
and throw the 
| blaster outside. 
It detonates 
safely. 


A pair of dark agents respond to this blast. Pull 


return to the landing. 
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STAIRS LEADING UP 


| TAR: PROM 
DETONATOR LEVEL 


Don’t go 
downstairs. 
Instead, go 
across the 
landing, back 
past the doors 
leading back 
-to the detona- 

tor, and find a 
second set of double doors. These lead to stairs going 
up. Take these stairs to the next level. 


Find a door leading to another staircase going 
up. When you reach the second set of stairs, turn 
left and open another door. Gun down a pair of dark 
agents in CE hallway. 
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Duck back into the stairwell and climb 
the second set of stairs. CYou could explore f 
the hallway and its associated rooms, but 
there’s not much of interest in there—save 
for a lever rifle in a chest, which you can 
grab if you want to.) f 


Notice a 
_ hole in the 
hallway up a 
here. Avoid 
the hole and 
duck into the 
' rooms to the f 
left. Consider 
grabbing a riot 
gun from a desktop; it makes a good second weapon. f 


Make your 
way through 
these rooms, 
using holes 
in the walls 
whenever they 
appear. Look 
for a door 
leading out to a 
balcony. Go onto the balcony and approach a second 
balcony. Press the action button to climb across to 7 
the second balcony. 


Now you’re 

_ on the other f 
_ side of the hole 
-| in the hallway 
_ floor. Explore 
| the rooms Í 
_ here. (Notice 
a locker that 
| contains health 

kits, stun gun f 
batteries, and a gun in one bedroom.) 


When you’re done, look for a few steps leading up 
to a landing. Go up those steps and open the doors 
leading to Guest Wing B. A couple of dark agents f 
lurk beyond these doors. 


CLIMB ACROSS TO GUEST | 
BALCONIES WING È 


You EMERGE IN A LARGE 
LOUNGE AREA. VEER LEFT, INTO 
TA boa oR A HALLWAY FLANKED BY GUEST 
LEGEND | | rooms. EXPLORE THE LEFT- 
HAND ROOMS. ONE ON THE 
LEFT CONTAINS A TV; LISTEN 
TO A NEWS REPORT. 


_ If you choose to explore the 

= Right-hand rooms. watch out 
for a dark agent who Tikes to 
drop down ‘through a hole ‘in 
the floor. 


Return to the lounge area 
_ and go up the stairs to the 
. landing. Circle around the 
chime Across jas _ | landing and watch for a pair of 
BALCONIES S 
< | dark agents who shortly appear. 


BLASTER 3 


Once the agents are dead, 
look for Blaster 2. It’s attached 
to a big stone fireplace, up 
here on the second floor of the 
landing. (As usual, you can 
listen for it and use your UV 
light to help find it if necessary.) 
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Now go all f 


Grab it and turn around. Throw the blaster out | 
through a high window. (It’s not quite as easy a 
throw as the last one, so aim carefully.) 


lodge; it con- 


ircl 
ee | oi ao tains the deto- 
around the i eeen meee Í 
landing and | nator on the 
Ba E | library doors). As you reach the landing overlooking 
| the main lounge, several more dark agents appear. 
doorway tothe | 
| Gun them down. 
upper guest 
rooms. 
After dis- 
You now 


patching the 
agents, go down 
the stairs to 

the lower level 
of the lounge. 
Look around for 
Blaster 4; it’s 
attached to a 

| beam down here. 
| Grab it and toss it out through a high window. f 


| 
| 

enter a hallway | 
with rooms on either side. A hole in the floor about | 
halfway down this hallway blocks your path. To get | 
around it, explore the rooms on the left and find a | 
balcony. Use the same trick as before, climbing from | 
this balcony to an adjacent one. | 


Go back 
inside and you’ll 
find Blaster 3 
attached to a 
post. Grab it 
and run back 
to the balcony. 
Throw the 
blaster off into 
the woods. 


NEWS - Tm 


BLASTER 4 


j 
THERES A RADIO IN A 
CLOSET, VERY CLOSE TO WHERE 


i 
i 
i 
1 


STAIRS TO 


BLaAster 2 wAs. LisTEN TO DETONATOR LEVEL 


ITS NEWS REPORT. 


—BLASTER ç 


STAIRS TO 
LOWEST LEVEL 
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3 
m | 
3 
A 


ze 


Explore 
this level. It’s 
roughly circu- 
lar; both main 
paths lead you 
back to a bar 
area. Search 
the booths of 
the bar area, 
for Blaster 5; it’s on top of a table tucked back near 
the bar. Af you’ve found the pool table, you’re close.) 


Grab the blaster and run toward the pool table. 
Throw the blaster out one of the windows beside the 
pool table. 


‘ Continue 

' to explore the 

_ bar area. When 
| you find the 

_ bar itself, get 
behind it and 

| look for a door. 
Open the door 


to reveal stairs. 


Go down these stairs to the lodge’s lowest floor. 


BLASTER 6 


LEGEND 
O Objective 
E| Healh k 

| il Weapon 
a Locker 


_ PHOTOGRAPH 
WALL 


You emerge in a kitchen area. Advance slowly to 
trigger an ambush of three dark agents; when the 
trap is sprung, immediately sink back and take cover 
while gunning them down. 


Heal up 
from a nearby 
wall cabinet 
and then 
explore this 
level. Look for 
a boat launch 
with green- 
tinted glass on 
the walls. 


Near the boat launch, 
attached to a pillar, is Blaster 
6. Before taking it, look for a 
window to throw it from. Your 
best bet is a window near some 
patio furniture; it’s just down 
the hall. 


Once you’ve got your plan 
straight, grab the blaster and 
throw it out the window. 


Q Antenna 


X Soe Emitter 
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Ce i 
© Look AT KEYPAD AND SELECT 16 BUTTON KEYPAD.” a 


ts 


e » 
© Look AT RED WIRES AND SELECT 2 LONG/ | SHORT. 


fe ” 
© Look AT BLUE CANISTERS AND SELECT 2 CANISTERS. 


Now that you've destroyed afl six blasters. Rosa Cubmit THIS INFO AND RosA TELLS You TO CUT THE 

tells you that you need to get back to the detonato RIGHT-HAND WIRE. 

quickly. Don't worry about that; you won't be under | APPROACH THE WIRE ON THE RIGHT (THE LONG ONE 

‘ime pressure until you actually get back toiit. | |O CONNECTING THE DETONATOR ITSELF TO THE 12v POWER i 
g ee E iiaiai BOX ON THE OTHER DOOR) AND PRESS THE ACTION BUTTON 


OBJE CTIVE omo woso To cuT IT. TAIS ENDS THE SEQUENCE. 
1 REACTION 


AFTER CUTTING THE WIRE, PRESS THE ACTION BUTTON TO Í 
TELL ROSA You SuCCEEDED. 


Take a nearby 
door ‘into a 
yellow-tinged 


room and locate og D| 

some creepy ‘ ' TA l Enter the t 

carved messages library and 

‘Land photos) on explore it. 

‘the wall. Take a drink 
Initiate a forensic sequence and take a photo from one of Í 


the numerous 
bottles of booze. 
Then locate a 

desk on the ; 


of that wall. This completes the mission's only 
secondary objective. 


Now make lower level with a computer on it. 
your way all 
Í tne way back Take the scoped .44 from the desk if you wish to; 


it’s by no means necessary, since you probably have 
an assault rifle already. 


to the library 
doors with the 

- detonator. (If 

- necessary, just 
follow one of 

the tubes that | 
led to a detona- 
tor. Follow the tube all the way to the source.) 


FORENSIC 
(TART A FORENSIC SEQUENCE Í 
AT THE COMPUTER. ZOOM IN 
ON THE MONITOR AND ENTER 


hm THE PASSWORD! 


te »” 
e VocAL corps | 


FORENSIC 
Move uP TO THE DETONA- 
TOR AND START A POREN- 
sic SEQUENCE. PREPARE TO 
WORK FAST, AS ONCE YOu 


THis TeiGcees A viDEO 
== EEEE ncc ace FROM VANHORN. 

| He coNFiEms THAT THE ORGANIZATION you RE P | 
| ICHTING 15 CALLED THE Oro; YouR PARENTS DEFECTED 


PROM THE ORGANIZATION, AND NOW THEY ARE HUNTING 


START THIS A TIMER BEGINS. | 
| You BECAuse THEY susPECT YOu THREATEN THEM. SKX, 


FAILURE TO GET THINGS 
MEANWHILE, HAS BECOME INTRIGUED BY THE ORO. | 


DONE BEFORE THE TIMER 
GOES OFF RESULTS IN DEATH. 


Quickly ZOOM IN ON DIFFERENT PARTS OF THE 
DETONATOR (IN ANY ORDER) AND MAKE THE FOLLOWING 


SELECTIONS. 


t¥: » 
e Look AT POWER BOx AND SELECT 12ov/ i 2v. 


Ce 
e Look AT BLINKING LIGHTS AND SELECT 3 BLINKING | 
» l 
LIGHTS. | 
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The video 
| message is 
(| abruptly inter- 
| rupted as 
l dark agents 
I flood the place 
and shoot up 
the computer. 
Retreat behind 
the massive 
=. stone fireplace and pick them off from back there. Be 
conservative and try to preserve your health. Keep 
moving so you can use the fireplace as cover. 


Agents may come around the back side of the fire-- 
place. Keep aware. and pick them off with head shots 
whenever you can 


Suddenly, LaRue bursts through a wall in a Snow 
Cat. When he tells you to get in, make a mad dash 
for the opened door. The mission ends when you 
reach it. 


Steel Toe Boots Upgrade 
Based on your performance during the mission, you now 


receive a bronze, silver, or gold upgrade. This upgrade stays 
with you for the remainder of the game. 


This upgrade gives access to new kick-based combos, 
which can then be performed in subsequent missions. 


Bronze: Gives access to Toe Stomp combo. 
Silver: Gives access to the Toe Stomp and Nutcracker combos. 


Gold: Gives access to Toe Stomp, Nutcracker, and 
Footprint combos. 


Refer back to the combo list in the “Single-Player 
Combat” chapter for information on how to perform 
these combos. _ 8 


a b b b 


E 


fence. Walk to the left of that fence, entering a narrow 
alley between the fence and a wall. Move slowly. 


Mission 8: 
Teenton District 


At this point there’s only one man who can help 
you figure out what’s going on—and that’s the serial 
killer, SKX. SCU agents are holding SKX on a prison 
bus; in a short while the bus will take him some- 
where secure, where you’ll have no hope of commu- 
nicating with him. LaRue has agreed to help you get 
onto the bus and talk to SKX. 


OBJECTIVE A ee 


| 
_ One of this mission's two secondary objectives is 
to not Kill the bus guards. Therefore. use stealthy 
_ (tactics to take ‘them down. 


FIP 


We recommend saving your stun gun for the very end 
of this mission. Don't use ‘it until we tefl you tol 


LaRue walks 
|: up and starts 
a conversation 
| with the guard 
in front of the 
bus, distracting 
1 Look left 
and notice 

a chain-link 
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Walk slowly to avoid tip— 
ing off the guards. Slow 
walking ‘is simply a matter 


‘tick gently: do 

‘it all the way ‘in any given 

direction. 

The rule ‘is: ‘if you can 

Bus POSITION a : hear your own footsteps. 
ee 3 : so can the enemy. Listen 

for footsteps. and ease 

up of ‘the controls ‘if any 

are audible. 


SCORECARD AND HEAD 


Advance until you come { 
up behind a guard. When the 
onscreen icons let you know 

you can grab him, do so. You 
automatically apply a non- f 
lethal sleeper hold. 


Esant iia 


Grab Enemy 


PARRELL 


LUNCH LADY 7 Now creep up behind the f 
AND CLEAVER 

guard talking to LaRue and 

do the same. 


THE GYM- 


Finally, 

_ sneak into the 

_ bus through the 

= open door. The 

third guard, 

| just inside the 

_ door, has his 

back turned to 
you. Again, grab him to automatically use a nonlethal 

A finishing move to dispatch him. 


NOTE 


If you make too much noise. you alert the guards. 
and then you must fight them. You and LaRue can 


easily take them. but you fai] a secondary objective 
‘if you kifl any. Therefore. ‘if you mess up and alert 
any guards. we recommend starting over. 3 


Open the 
door to the 
ma | back of the bus 
and approach 
SKX. Press the 


action button 
mà | to talk to him. 
Just as 
you’re start- 
ing to get some information out of him, a commotion 


breaks out outside. LaRue calls to you, saying you 
have to get out of there. 


Y @ Talk to SKX 


SKX takes this opportunity to knock you out. 


You come 

to your senses 
almost immedi- 
ately and hear 
SKX start the 
bus, acceler- 
ate, and drive it 
straight into a, 
wall. 


You get up automatically. Exit the bus. 


REACTION 
| LARUE 1s LYING ON THE 
GROUND JUST OUTSIDE 

F THE Bus. HE s semousLy 

_ INJURED, BUT NOT DEAD. 

| Press THE ACTION BUTTON 
| To REACT. 


b a b b b b b 


LaRue tells 
you to go find 
SKX. 


Right next to 
LaRue an assault 
rifle lies on the 
ground. Grab 
it quickly, then 
look up. On a 
railing just above the rifle is a booze bottle. Immedi- 
ately grab it and take a drink. 


It turns out 
| that you’re in, 
| of all places, 
an old bowling 
alley. SKX drove 
the bus right 
through the 
wall. 


There’s not 
much time to 
reflect on this, as a few enemies now pour in from 
the left. These are thugs that have been altered with 
metal implants. They’re called metal bums. 


NOTE 
Metal bums are esserttially ‘identical to ‘the ‘thugs. 


speedballers. and other genebic enemies you've faced 1 
up to this paint—mindless drones created by sub- | 


jectiing homeless people to twisted experiments. The | 
only real difference fies ‘in the metal ‘implanted at | 
various spots ‘in their faces. They tend to be tough. | 
Deal with them as you would any other enemy. 4 


Two of the bums carry silenced .28 pistols, while 
a third is a vandal armed with an improvised flame- 
thrower made from an aerosol can. 


Take cover behind a row of lockers and pick off 
the pistol wielders. (Since you took a drink to steady 
your aim, head shots should be easy.) Then look for 
the vandal girl and gun her down as well. 
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If you shot efficiently. you stil] have several bul— 
Jets ‘in the assault rifle. Good; keep ‘it unti] you run 
dry. Also. grab and holster a .22 pistol from the 
fallen metal bums. Reload 'the pistol youve grabbed 
from the one you didn't. 

When you do run dry. youl find a vast array of 
weapons. many of them excellent for throwing bowl 
ing balls and ins. pool balls. and so forth). Make 
sure you always have a weapon ‘in hand. 

Check out 
a nearby 
battered locker 
for a health 
kit. Then move 
out onto the 
actual bowling 
lanes. Notice 
that debris (and 
booze) is scat- 
tered around all over. 


There are a couple more thugs out here, but they 
don’t have guns. They do, however, have access to a 
ton of stuff to throw at you—so stay back and be pre- 
pared to slide sideways when they toss something. 
Then zoom in and drop them with your rifle. 


REACTION 
Move TO THE BACK RIGHT 
CORNER OF THE LANES, 

| WHERE You LL NOTICE 

| AN OPEN DOORWAY. 

| RosA RADIOS You As You 

| APPROACH THE DOORWAY. 

Me RESPOND TO HER. 


Take the 
open door in 
| the back right 
' corner. It leads 
| to a narrow 
, maintenance 
~ hall. Look for a 
_ bottle of booze; 


| your aim steady. 
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_ drink up to keep 


Move down the hall; a couple more metal bums a 
await. Avoid anything they toss at you, and then drop ® 


| them with your gun (if you still have ammo). If you 


run out of ammo, pick up a weapon of your own and 
throw it. Then charge in to finish the job. f 


SONIC 


| KEEP FOLLOWING THIS 
MAINTENANCE HALL UNTIL f 
| iT OPENS UP, REVEALING 

F MORE BOWLING LANES ON 

| THE LEFT. Don T Go out 

| THERE YET. INSTEAD, KEEP f 
| MOVING FORWARD. AT THE 


VERY END OF THE HALLWAY, 
BLOCKED RY A COUPLE OF PALLEN SRELVES, YOu CANE SEEN 
SONIC EMITTER ON A WALL. THROW A BOWLING BALL (oR f 
SOMETHING COMPARABLE) TO DESTROY IT. 


Several more 
thugs lurk out 
in the bowling 
alley—including 
a bum who 
makes a cryptic 
comment about 
how “they killed 
my best friend.” 


Three or 

| four of them 

_| are likely to f 
_ attack you now. 

Fight a retreat- 

_ ing battle with 

| these enemies; i 

shoot them if 

you still have a 

gun, or throw your weapon at them, and then back 

into the hallway you just came from. Constantly pick f 


up bowling balls and other thrown weapons, and toss 
| them at incoming enemies. 


~ NOTE 


If youre lucky. they will fight one another; that 
just gives you more time to pick up ‘items and 


‘throw them. 


If you make heavy use of guns or thrown items 
(and are smart about dodging items thrown at you), 
this is a very manageable battle. When it’s over, look 
for a wall cabinet in this hallway and heal with the 
health kits inside it. 


Return to 
_ the new set of 
| bowling lanes. 

| Walk out here 
| and notice a 
| small kitchen/ 
| bar area up 
' ahead. A thug 
has likely holed 
up in there, next to a brick pile; he’ll throw bricks at 
you until you make him stop. You can throw items 
back at him, but we recommend blocking the incom- 
ing bricks and then dashing in to finish him off with 
melee combat. 


Take a drink from one of the many bottles scat- 
tered around near the kitchen area. 


Enter a 
short hall that 
runs behind the 
kitchen area 
and locate a 
battered locker. 
Open it to 
reveal a health 
kit and a lever 
rifle. Grab the 
rifle, then holster it and grab a melee weapon. 


You can also explore the nearby restrooms, but 
all you'll find there is a thug lying in wait for you. 
(Back up when you see him, then shoot him in the 
head with your rifle or throw your weapon to start 
the fight.) 


Walk out 
| toward the 
- lanes. Look for 
an overhead 
' projector—the 
_ kind that old 
| bowling alleys 
| use to display 
= scorecards. As 
you approach, 
you get the opportunity for a forensic sequence. 


b b b b b b G bL b ee b b b 


| TO MATCH THESE NAMES UP WITH THE NAMES OF THE 


f > 
THAT. TALS 16 THE. MAYOR C HEAD, 


FORENSIC 


THERE ARE NICKNAMES ON THE scorecards. You NEED 


ACTUAL PEOPLE THEY REPRESENT. ZOOM IN ON THE 
SCORECARD AND MAKE THE FOLLOWING ASSOCIATIONS: 


e Uncle = VANHORN 

e Mayor = MARS 

e Dimector = FARRELL 

e MAGiCMmAN = UNKNOWN 


SUBMIT THIS INFO. 


When you 
submit these 
associations to 
- Rosa, a head 
appears in a 
nearby ball 
_ return. Also, 
an enclosed 
| booth behind 

you lights up. A 
metal bum briefly mocks you from in there, using the 
bowling alley’s intercom system. Just stand and wait 
until he’s done talking. 


When the bum disappears, approach the ball 
return and initiate another forensic sequence. 


FORENE 


| ZOOM IN ON THE HEAD AND 
SELECT! 


e FEMALE HEAD 


Next, Look FOR A 
BLOODY BOWLING BAG. Ts 
JUST BENEATH THE BALL 

| RETURN. 


ZOOM IN ON IT AND SELECT. 
e Bow ine BAG 
e FILLED WITH BLOOD 
e (KX 


Now submit ALL THE EviDENCE. Ros& cConFiRMs 


RocA now Asks YOU TO TAKE A PICTURE OF THE 
PACE. GET BACK INTO FORENSIC MODE, GET CLOSE, TAKE 
YOUR CAMERA OUT, AND FOCUS CAREFULLY. TAKE THE 
PICTURE TO END THIS FORENSIC SEQUENCE. 
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Move forward, 
killing another 


| thug, and go 
Move out | through a hole in 

_ onto the bowling | the wall. (Notice 
lanes. Near | the semi-human 
’ the back right | creature crawl- 
_ corner, look | ing off in front 

for a big piece | of you.) Turn left and look for a door into an adjacent a 

of plywood—it building. Take it. 


covers a spot on : 
the wall. Asyo <r 
approach, the plywood falls away, revealing a hole. Š NOTE 
Crawl through that hole. You're now ‘in a school pbuilding. If you played 
the ofiginal Condemned: Criminal Origins. you 
Now you're 3 might remember parts of this ploce. 


in back of the 
lanes, behind 
where the pins 
are placed. 
Grab a drink 
from a booze 
bottle on the 
right, and then 
turn left and 
make your way down this narrow space. 


OE A inn tenet 


l just As YOU ENTER THE 

SCHOOL BUILDING, LOOK a 
DOWN A LONG HALLWAY 

THAT 5 BLOCKED WITH 


DEBRis. THERES A SONIC 
EMITTER AT THE END. f 


Even iP YOu STILL HAVE 

THE LEVER RIFLE, IT e ADVIS- 
ABLE TO SAVE BULLETS; DROP THE RIFLE AND GRAB BRICKS a 
PROM A NEARBY PILE. THROW BRICKS UNTIL THE EMITTER 

IS DESTROYED, THEN GRAB THE RIFLE AGAIN. 


l As you 
move forward, a 

' couple of thugs 

scurry off. Keep 

| moving, but 

= watch for them 

as you go. 


After enter- £ 
-ing the school, 

_ take a door 
immediately f 
to your right. 

_ You’re now in 

a locker room. 
Again, notice t 
the subhuman 


A wood- 
paneled office 
appears on the left. (A female vandal is likely holed 
up in there.) Look in, and blast away if anyone is 
indeed in there. 


NEWS 
" creatures scurrying away up ahead. 


A RADIO SITS IN THE 
CORNER OF THE OFFICE. 
LISTEN TO A NEWS REPORT 


NEWS Í 
MAKE YouR WAY THROUGH 

| THE LOCKERS, ALL THE WAY 

| TO THE OTHER SIDE oF THE 

| ROOM. LOCATE A RADIO f 

. SITTING ON A BARREL, NEXT 


ON IT. 


| Aso NOTE THAT You CAN 
PLIP A LEVER ON THE 


E - E . WALL IN HERE TO TURN : 
| TO A MESH DOOR. LISTEN 


| TO THE RADIO. 


ON THE LIGHTS IN THIS ROOM. (FEEL FREE TO DO 50, IF 2 
Acco NOTICE A BATTERED LOCKER IN THE ADJACENT { 
HALL, IT CONTAINS A HEALTH KIT. 


You wish.) 
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Notice a 
hole in the 
ceiling at the 
far end of the 
locker room. 
A couple of 
lockers piled 
beneath it 
form crude 
steps. Approach the steps and climb into the hole. 


You’re now in the attic. Move through the attic 
and locate another hole in the floor. Drop through it. 


REACTION 


You DESCEND INTO A VERI- 
TABLE HOUSE OF HORRORS. 
(KX HAS TRANSFORMED 

| THIS PART OF THE SCHOOL 
INTO A BIZARRE TORTURE 

CHAMBER/ EXPERIMENTAL 

| LAB, FILLED WITH CAGED 


Docs AND Bums. MANY oF 
THE Bums ARE TRAPPED IN 
WHAT LOOK LIKE TORTURE DEVICES. 


Press THE ACTION BUTTON TO REACT TO ALL THis. 


OBJECTIVE ay” 


Though 

| many things 

| in here seem 

_| to qualify 

| as “torture 

| devices,” you’re 

| only interested 

| in photograph- 

_ ing the contrap- 
tions that bums 

are trapped in. Start by photographing a bum whose 


=A head is trapped in a cage. 


You feed to stalt a bief forensic sequence before 


Move around 
the corner. 
(Watch out, a 
couple of metal 
bums with 
melee weapons 
are hiding back 
here.) Defeat 
anyone in the 
area, then pho- 
tograph a bum trapped in a makeshift cell. 


Finally, 
locate a bum 
sandwiched 
between a 
couple sets of 
upright bars. 
Photograph 
him, too. That 
makes three 
photos and completes this secondary objective. 


na 


: 


ki 
“scene cetera CED et TET aoaaa 


Exit this area. Now you’re in a wide school 
hallway. Walk forward, but watch out for a vicious 
dog that attacks through a hole in the wall. Throw 
your melee weapon to stun it, then dash forward and 
finish it off. 


NENG == 


| THere s A RADIO AT THE 
END OF THE HALL, JUST 
AROUND THE CORNER. 
Listen TO ITT NENT REPORT. 


After listen- 
ing to the news 

report, back- 

_ track slightly 

_ and locate the 

hole in the wall 

that the dog 

came through. Go through it, into a laundry room. 


Move through the hanging laundry bags. You 
experience a brief hallucination. When you’ve recov- 
ered, keep moving. 


CONIC 
AT THE END OF THE 
LAUNDRY ROOM If A SMALL 
AREA WITH ROLL-UP DOORS. 
THERE r A SONIC EMITTER 
MOUNTED LOW ON THE 
WALL IN HERE, BEHIND 

A COUPLE OF LAUNDRY 
BAskETS. THROW SOMETHING 
MATAT TO DEC ROY IT. 


Find a 
makeshift 
ramp that leads 
to the other 
side of the big 
laundry room. 
Follow it and 
drop down on 
the other side. 


REACTION 


FoLLow A NARROW HALL 


AND OPEN A Door. Now 
You RE LOOKING AT THE 
SCHOOL e KITCHEN, WHICH 
IC SPLATTERED WITH VAST 
QUANTITIES OF BLOOD. 
COmE OF THE SUBHUMAN 


CRAWLERS ARE IN HERE, 
THEY DISAPPEAR SHORTLY AFTER YOU ENTER. 


TOO; 


Press THE ACTION BUTTON TO REACT TO ALL THIS. 
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Locate a 

- door leading into 
a giant, walk-in 

_ freezer. Go into 

_ the freezer and 

_ keep walking 

- until you encoun- 
l ter a bizarre 


| iia scene: Director 


Ike Farrell of the SCU is strapped to a table in here. 
He has suffered extensive wounds. Start a forensic 


sequence. a 
FOREN GIG 


Rora Asks iP FARRELL 

I$ STILL ALIVE. ZOOM IN a 
ON Als BODY AND NOTICE 

THAT THE CHEST 1S MOVING 
SLIGHTLY. Respon: He's 

STILL ALIVE. 


After Rosa responds, Farrell unexpectedly starts a 
talking. He asks you to cut the straps that bind him 
to the table. 


Look in the 
corner, where 
the frozen 
corpse of the 
lunch lady (a 
fierce enemy 
you defeated 
in Condemned: 
Criminal 
Origins) is 
standing. There’s a cleaver stuck in her head. 


As you 
i watch, the 
corpse collapses 
and twitches. Í 
Suddenly one of 
the creatures 
you’ve been 
seeing emerges f 
from beneath 
the corpse! 


Metal Crawlers 
Metal crawlers are bizarre creatures that scuttle around like 
animals and attack with extreme speed. Metal pieces stud 
their bodies. 

Think of metal crawlers as more-durable tarmen: fast 

and dangerous, but incapable of wielding weapons. The best 
way to defeat them is to make sure you're facing them, then 
parry and counterattack with a strong weapon. While metal 
crawlers are a lot more durable than tarmen, they still aren’t 
particularly tough—so a few good whacks from a strong melee 
weapon will do them in. 


Defeat the 
> metal crawler 
with the parry- 
counterattack 
| technique. Then 
-= approach the 
body of the 
lunch lady and 
grab the cleaver 
from her head. 


Approach the two big straps pinning Farrell to 
the table. Press the action button on each of them to 
hack them apart. 


Your task is 
now to escort 
Farrell to safety. 


Farrell walks 
to the kitchen 
entrance and 
stops. Cau- 
tiously move 
ahead, into the 
kitchen. The kitchen is filled with a bunch of metal 
crawlers, so prepare yourself! 


; When the 

| first two metal 

-~ crawlers attack, 
backtrack to 

_ the freezer 

_ entrance. Your 
cleaver is a very 
} potent weapon, 
but its range is 

~ limited. Get back 
into the freezer entrance to prevent both crawlers 
from hitting you at once. 


hack from the cleaver. Then parry again. This is a 


| used on the first 


| right and take a 


_ more crawlers 
| will attack in 


| with a chain attack Gif possible) or some parry-and- 
| counterattack action. Be sure to reclaim your weapon 
| whenever you get the chance. 


Parry, then kick and follow it up with a 


good attack sequence, and it'll finish off the crawlers 
in short order. 


NOTE 


If you're very low on health. you can use your stun | 
gun once here. But no more—the stun gun will be 
even handier a bit later ‘in the mission. 


When these 
two fall, move 
around the 
kitchen and look 
for a couple 
more crawlers. 
Kill them as 
well, using the 
same tactics you 


couple. 


Finally, 

a metal bum 
| crashes into the 
kitchen. Throw 
the cleaver at 
him Gf you still 
_ have it) or use a 
chain attack to 
' make him drop 

his weapon (a 
bent piece of rebar). Then grab the cleaver again and 
finish him off. 


Veer to the 


door leading out 
of the kitchen. 
Beyond is a 
long, narrow 
hall. Several 


here. Consider 
starting each fight by throwing your weapon, then 
charging in for a sprint attack and finishing it off 
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: Near the 

= end of the 

_ hallway, fallen 
| planks form 
a crude ramp 
leading up. 

- Don’t take 

| the ramp yet. 
Instead, veer 
left and look for a door leading to a small room. Open 
a locker in that room to grab health kits. (By now 
you're likely in need of some healing!) 


When you’ve healed up, backtrack to that ramp 
and follow it upstairs. (Be sure you’re carrying a 
weapon.) 


Take a door 
and walk onto 
some bleach- 
ers. Down 
below, the 
gymnasium 
has been lined 
with chain- 
link fence and 
converted into 
a sort of gladiatorial arena. Bums are furiously bat- 
tling one another down there. 


F Approach the middle of the bleachers. As you 

do so, a bum sneaks up behind you and pushes you 
down into the arena. Now you have to fight a series 
| of bums; this can be fairly difficult. Check out the 
mi sidebar for tips on getting through it alive. 


When you 
first drop down, 
two unarmed 
bums are bat- 
tling. Let them 
B fight it out; if 
| you're lucky 
one will kill the 
other before 
you’re noticed. 


seen ethnic annee 


| Regardless, these guys are best killed by throwing 
| ~ a weapon at their heads, sprint-attacking them, and 
i then kicking them while they’re down. Repeatedly 

| sprint from one side of the arena, to the other to buy 
| yourself time and grab more weapons. 

į 
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The Gymnasium Fight 

_ First of all, note that 
| the chain-link fence 
| iselectrified in some 
_ spots. Sometimes 

= you'll want to back 

_ intoacornerto 

_ protect your flanks, 
_ but be careful when 
| you do so; if you 
stand too close to 


the fence, you gradually lose health. 


Second, notice that spikes of rebar stick out into the arena 
at various spots. Grab one whenever you need a weapon. 


You'll face lots of enemies in here. If you followed our 
advice up to this point, you have lots of charges left in your 
stun gun. This will make the fight much easier. If you're facing 
a tough, armed enemy without a weapon of your own, or if 
you're fighting two enemies at once, consider using the stun 
gun and following it up with a quick beatdown. 


Here are a few other tips that will help keep you alive: 


+ Throw your weapon at enemies’ heads to initiate the raging 
bull technique that we’ve recommended time and again. It 
really makes things easier. 


+ After throwing your weapon, try to grab it again (or take a 
new one). 

+ Running from one side of the arena to the other is a great 
tactic. It buys you time to regenerate lost health and gives 
you the opportunity to grab another weapon (if you threw 
your old one). It also sets up sprint attacks. 


+ Look for the chain attack icon; use chain attacks frequently. 
They re best against armed enemies, as they cause enemies 
to drop their weapons. 

- Fight with your back to a corner. This prevents you from 
getting ambushed. 

+ If you lose most of a health segment, concentrate on running, 
or parrying and kicking, until you gain it back. 

- Any time there are two enemies at once, there's a chance 
they will fight one another. Let them do so; don’t interfere 
until you have to. 


NOTE 
Or. use your stun gun on an enemy and Kick tim 
while he s down. If you earned the goldevel stun 
gun. you caf put an enemy into a defeated state 
with just one zap: then a single punch or Kick 
finishes him. 


When these 
two are down, 
another climbs 
the fence. Again, 
throw some 
rebar at him, 
then charge 

in for a sprint 
attack. Finish 
him off quickly. 


Your next opponent is a female vandal. Fight 
her in the same way you did the others. If you need 
to heal, consider parrying, then kicking, and then 
running around awhile. (The kick is essential; it 
ensures that the enemy is briefly stunned and there- 
fore can’t hit you in the back as you get away.) 


Now two 
thugs attack 
at once. Back 
off and let 
them hurt each 
other. If they 
aren’t inclined 
to fight one 
another, throw 
your weapon at 
one, then sprint-attack him, and then hit him again if 
he falls. Hither way, you should then run out into the 
clear and grab another weapon. 
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NOTE 


This cis another great time to use your stun gun. 


If you have the best stun gun. a zap followed by 
a quick attack ‘is afl you need to drop an enemy. 
And even the second-best stun gun will disarm ‘the 
enemy—plus ‘it buys you some time.) 


When you 
| finish the last 
| thug every- 
| thing goes 
_ black for a 
| second. When 
| you're recov- 
ered, look up 
at the bleach- 
ers. Dorland is 
up there, holding a gun to Farrell’s head. Watch and 
listen to the back-and-forth. 


Dorland throws Farrell down into the arena and 
orders him to kill you. Farrell refuses, and he tells 
you to find something called the Voice. Then, in a 


sequence that you cannot control, you somehow 
muster a strange power from inside yourself and 
focus it upon Farrell. The power becomes more and 
more intense, until Farrell’s head literally explodes. 


NOTE 


This power ‘is the Voice; ‘it's something you had all 
along but didn't know about. Farrell wanted you to 
learn ‘it. even ‘if ‘it meant you would kill Kim with it. 


At this point 
a number of 
dark SCU agents 
appear. Just 
when it looks 
like you’re lost, 
SKX shows up 
and, inexplicably, 
saves you before 
running off. 


It’s impossible to divine SKX’s motives. For now, 
it’s enough to know that you’re still alive. 


Health. Kit Upgrade 
Based on your performance during the mission, you now 


receive a bronze, silver, or gold upgrade. This upgrade stays 
with you for the remainder of the game. 


Each of these health kit upgrades does the same thing: 
It gives you an additional segment on your health bar. The 
upgrade level simply determines the new segment’s size. 


Bronze: Your new health bar segment is 25 percent the size of 
a standard segment. 


Silver: Your new health bar segment is 50 percent the size of a 
standard segment. 


Gold: Your new health bar segment is standard-sized. 


Obviously, health is fundamental and incredibly useful. 
Because of this, we consider this upgrade one of the most 
important in the game. That makes it extra-critical to score the 
gold here. 
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Why the Oro leaders think you’re a threat, and 
why they’d sent Dorland after you, is still not per- 
fectly clear. It may have something to do with the 
Voice, the power that you unwittingly used to kill 
Farrell at the end of the previous mission. 


You have no choice now but to keep moving 
forward. Your only current lead is the list of names 
you found back at the bowling alley: It included 
someone called “Magicman.” You have come to the 
Magic Theater, home to a performer known only as 
the Magicman. Hopefully, this mysterious figure can 
shed more light on the Oro. 


Nissin 9: 
_ Antennas: | 

_ Player Responses: 2 

l Sonic Emitters: 1 

_ Secondary Objectives: None 

Investigator Sequences: Field kit only 

l Post-Mission Upgrade: Gun efficiency upgrade 


As the mission starts you are sitting in the bar area 
of the Magic Theater. The masked man appears, 
taunting you to drink. Finally, you become enraged 
and attack him. 


This is significant, as it’s the first time you’ve 
been able to interact with him. 


4 When you 

_ get control of 

_| Ethan, the light- 
_ ing has gone 


_ and-white. This 
| makes sense, 
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Things are starting to come ‘inito focus. You know that the orgariizattion you're fighting ‘is 
called {the Oro; you know ‘it’s some sort of wiolertt secret society. You also know ‘that ‘the Oro a 
has dug ‘its claws ‘into ithe very fabliic of society and boasts members ‘in unlikely places {such 

as the SCU, and doparerttly even ‘the mayor's office). 


Magic Theater 


| grainy and black- 


LEGEND 
objective 


+ Health kit 
E Weapon 
a) Locker 
Ko) Antenna 


NI Souc Emitter 


BED OF NAILS 


as the masked 
man seems to be a 
creature of hal- 
lucination rather 
than a real person. 
It would be strange 
to encounter him 
in ordinary circum- 
stances. 


MASTER 


i BAR (START LOCATION) 
Immediately 7 


turn around and 


| locate the masked man. 


You must now fight the masked man. He’s a pretty f 


| typical opponent, much like a thug or speedballer. 
| He’s carrying a baseball bat. The main difficulty of 
| this fight is the lighting; it’s difficult to see. a 


° You can 

_ defeat the 

masked man 

' with just about 

any tactics, but 

_ we recommend 

| hanging back 

- and trying to 

J bait him into 
throwing his 


| bat at you. When he does, block it and pick it up. Then 
i either use it to enhance your melee strikes, or throw 
| it back at him. 
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When you 
defeat the 
masked man 
you black out. 
Rosa is here; 
it is unclear 
whether the 
battle with the 
masked man 


was real or hallucinatory. 


NOTE 


Look for 
steps leading 
up to the main 
theater’s ante- 
chamber. Along 
the way, grab 
a stanchion 
(a post used 
for supporting 
velvet ropes). 


There are lots of stanchions in the theater, and they the lever to 
make good melee weapons. make the metal 


on the ground level, and suddenly you’re blocked by 
spinning gates and flame jets. Apparently you'll need 
to open those gates. 


Go around 
the right side 
of this room. 
As you go, note 
the magician’s 
assistants 
impaled on 
knife boards. 


Rosa stakes out a place at the bar and tells you to 
explore the theater. 


The masked man represented your alcoholism; having | cs TIOS 
defeated him. you no longer need to drink to steady 4 THis COMPLETES THE SEQUENCE. 
your dim. You'll find that your dim ‘is quite stable ‘in | 
all subsequent missions. 


You'll be dealing with them later. For now they 
are inanimate, and you can’t do anything to them. 
Locate an elevator set into the right-hand wall. 
Enter it and throw the lever to descend. 
FORENSIC 
F RosA CONTACTS YOU ON 
© THE FIELD KIT WITH MORE 


INFORMATION ABOUT THE 
Oro. Ask HER! 


fe 
e (EE ANYTHING ABOUT 


3 > 
THE Oro ç PURPOSE, THEIR 


” 
objective’ 


CODEC on E hori ee eee 
Exit THE ELEVATOR AND 
Turn Leet. You RE ALmost 
IMMEDIATELY CONFRONTED 
BY A SONIC EMITTER. 

l THROW YOUR STANCHION TO 
DESTROY IT, THEN GRAB THE 


STANCHION AGAIN. 


Find a lever 
Pea AREER SESS ESSE ES N set in the floor 
down here. Pull 


gates around the 
ticket master 
spin. Then 
return to the 
elevator and 
ride back to the upper level. 


Go through 
_ the door at the 

_ top of the stairs. 
You emerge in 

_ the antecham- 

_ ber, a big round 
area. Approach 

| the ticket 
master down 


Exit the elevator and move left. Suddenly, the 
magician’s assistants ahead of you and behind you 
spring to life. You must now fight them both. — 
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Downstairs, 

locate another 

lever on the 

=~ floor. Throw 

that lever. This 
stops the spin- 

= ning gates. Your 

= path to the 

| ticket master is now clear. 


The Magician’s Asststants 
These ladies are fairly typical hand-to-hand 
combatants, despite their bizarre appearance. 
The main difficulty is that they come to life 
two at atime, so you have an attacker both 
in front of you and behind you. 


NEWS 


Our recommendation is to run past 
one of the assistants and get both on 
_ the same side of you. This makes them 
-~ easier to see, and sometimes they fight 
"one another when they're close—an 
added benefit. 


Just don’t run clear to the other side of 
the theater, where the other two assistants 
are pinned to their knife boards. If you do 
this you'll activate them as well, and you'll 
have four enemies on your hands. 


| Berore RETURNING 

| UPSTAIRS, POKE AROUND 
DOWN HERE. You LL FIND A 
RADIO SITTING ON A CASE. 
LISTEN TO ITS NEWS REPORT. 


Once both assistants are in one direction, 
carefully throw your stanchion, trying for 
a head shot so you can set up a raging bull 
beatdown. Then retrieve the stanchion if pos- 
sible. (There are more stanchions, along with some wooden 
planks, up here too. You can grab those instead.) 


Take the ele- 
vator back up. 
Then go through 
the gates you 
opened with the 
_ two levers and 
approach the 
ticket master. 
The ticket 
master is a strange, barely alive, barely human crea- a 


Or, fight a retreating battle, parrying and counterattack- 
i) ing before backing up a few steps. Eventually you'll finish off 
‘both opponents. 


Defeat the 
two assistants 
as described 
in the sidebar. 
Then cross to 
the other side 
of the theater 
other two assis- stick out of the 
tants. Kill them as well. ticket booth. 

i Circle around 
the booth and 
use the action 
button to stab 


ture imprisoned in a ticket booth. 


There’s 
| another elevator 
_ over here, on the 


: : the ticket j 

_ left-hand side of : sre omer serene nemo rem ener 

7 the theater. Tak master with 

| bag neater 785° | each of the three swords in turn. a 


it downstairs. 
When the third sword strikes, the lights go dim 


| and the gates start to spin again. You are now 
| attacked by a steady stream of tarmen. a 
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Consider 
dropping 
; your weapon 
| (because it’s 
relatively slow, 
and tarmen 
`. can be killed 
_ with one punch 
or kick). Then 
dash around the circle, punching or kicking tarmen 
as they appear in front of you. Your movement will 
help you to avoid a few tarmen that would otherwise 
sneak up on you. 


Regardless, expect to take a beating here, as the 
tarmen are hard to see and there are lots of them. If 
you die, try again. Remember to move around, and con- 
centrate on kicking tarmen before they get too close. 


When the 
last of the 
tarmen dies, 

a path opens. 
Walk into a 
hallway that 
fronts the main 
theater. Rosa 
contacts you 
via, the field kit. 


we wb 


—_———— eee 


FORENSIC 
Ask THE FOLLOWING QUESTIONS DURING THE FIELD 
KIT GES CHON: 


ce 
h Are YOU SUGGESTING THIS ORGANIZATION If 

> ” 

RESPONSIBLE FOR ALL THAT $ WRONG IN THE citys 


fe 2” 
e Does HE DEsceiBE How Sonic GENERATION WORKS ' 


THIS COMPLETES THE SEQUENCE. 


The unseen 
voice of the 
Magicman wel- 

= comes you, and 
the doors to the 

= actual theater 
open. Advance 
into the theater. 


REACTION 


APPROACH THE STAGE. THE MAGICmAN TAUNTS You 


— 
— 


OVER THE LOUDSPEAKERS; YOU HAVE TWO CHANCES TO 
RESPOND TO Him WHILE HE SPEAKS. Press THE ACTION 


BUTTON ON BOTH OCCASIONS TO SCORE THESE RESPONSES. 


up on the 
stage as the 
curtain opens. 
A magician’s 
assistant (like 
the four you 
fought earlier) 
jumps off a 
knife board; fight her. As you do so, run around and 
get a good look at the stage. Notice a bed of nails with 
a lever beside it, as well as a health kit in an opened 
magician’s case. 


Finish off the assistant. Then get ready to fight 
the Magicman. 


The Magicman 
There are three elevated podiums in this area: Two are in 


front of the stage, and the third is on it. Each podium con- 
tains a torch and an amplifier. 


Also, a metal 
cage hangs sus- 
pended over a bed 
of nails. A lever [i 
beside thebedof | 
nailsopensupthe | | 
cage. 


The Magicman 
possesses the ability 
to damage you with 
sound. He can also 
teleport himself 
from one spot to 
another. His basic 
technique is to 
BREE ON ONC OF ENE eens 
three podiums and 
damage you with periodic sonic attacks. If you allow him 
to just sit there, he will eventually kill you. 


Your strategy is as follows: 


+ Locate a box of 

_ liquor on the stage. 
Grab a bottle and 

_ throwit at the 
Magicman. Aim 
high enough to hit 
his upper body; if 
you aim too low, 
the bottle shatters 
harmlessly on the 
podium’s rail. 


ean 


EEEa atakia naia 
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+ The booze bottle shatters. The torch ignites the liquor, 
engulfing the podium in flame. The Magicman can no 
longer stand here, thanks to the flames, so he teleports to 
another of the three podiums. 


e Quickly repeat this process: Grab a bottle of booze and 
throw it at the Magicman in his new location. Again, the 
booze ignites and creates a fireball, so the Magicman has _ 
to teleport to the third podium. 


- Throw a booze bottle at the Magicman while he stands on 
the third podium, making it go up in flames, too. 


- If you completed the first few steps quickly, all three 
podiums are now on fire. Because all his favorite spots are 
taken, the Magicman now has only one place to teleport: 
the cage above the bed of nails. So that’s where he goes. 


+ Quickly run to the 
lever beside the 
bed of nails and 
pull it. The Magic- 

= man drops fromthe | 
- cage, onto the nails, 
and is defeated. 


A couple points to remember: 

+ The flames on the podiums eventually go out. If you take 
too long igniting one of them, the others may go out. If 
this happens, keep throwing bottles and igniting podiums 
until all three are on fire at once. Then quickly pull the lever. 

+ You can't do anything while the Magicman is using his 
sonic attack. Just wait it out and then go back to whatever 
you were doing once you regain control of yourself. 


e There’s one health kit on the stage, so if you get hurt you 
can quickly heal yourself. Then get back to throwing 
liquor bottles. 


Follow the instructions 
in the sidebar to defeat 
the Magicman. 


With some coercion, 
the fallen Magicman tells 
you about an isolated 
peninsula where the Oro 
organization makes its 
headquarters. It seems 
that’s where you must 
now go. 
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_ Based on your performance during the mission, you now 


-stays with you for the remainder of the game. 


l Secondary Objectives: 


Gun Efficiency Upgrade 
receive a bronze, silver, or gold upgrade. This upgrade 


Bronze: Your accuracy with guns is increased. 


Silver: Your accuracy with guns is increased. So is the speed | 
with which you check your ammo. 


Gold: Your accuracy with guns is increased. So is the speed 
with which you check your ammo and the damage you deal. 


Increased gun accuracy is great; increased ammo check 
speed is nice, but unessential; and increased gun damage 
is extremely useful. Therefore, getting the silver isn’t a big 
deal for this mission—but getting the gold is. Be sure to 
score the gold! 


“sagen one emma 


Player Responses: 8 
Sonic Emitters: 6 


Photograph news 
< van door 


| Investigator Sequences 
1 (Photographing ; 
the news van door is 
technically a forensic 

— sequence.) 


 Post-Mission Upgrade: © 
Voice attack ; 


NEWS VAN DOOR 


ORO 
CROSSBOW 


The Magicman told you 
the Oro base is built on a 
landfill peninsula. Since 
it is a landfill, the fastest 
way to get there is to 
ride a junk barge. You 
and Rosa have boarded 
such a barge and are 
now en route. 


HOLE IN 


: 


As you discuss the 
situation with Rosa, a 

HOLE IN 
swarm of crazed birds a | DECK 
attacks. Without think- 
ing you use your voice 


attack to kill them. Rosa becomes frightened by this 
display of arcane power and runs off. This is where 
the mission starts in earnest. 


REACTION 


| (mmeDIATELY AFTER You 

; GET CONTROL OF ETHAN, 

] YOu GET A CHANCE TO CALL 
| out To Rosa. Do so. 


Make your 
way down to the 
other end of the 
barge, where 
you'll find a 
narrow corridor. 
Enter this cor- 
ridor and follow 
it as it goes left. 


Youre; 

emerge on the 
_ deck near a 
| button on a 
post. The button 
controls the 
_ barge’s anchor. 
{ Press this 
| button to make 

the anchor whip 
across the deck. It knocks aside some cargo contain- 
ers, exposing a hole in the deck. 
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mera REACTION 
| SOMEWHERE AROUND THIS 
| TIME, RorA RADIOS You. 


You GET TWO REACTION 
OPPORTUNITIES DURING THIS 
CONVERSATION. BE ALERT 

o POR THIS CONVERSATION, 

| AND SCORE BOTH REACTIONS. 


Drop down 
_ through the 
hole in the deck 
exposed by the 
anchor. 


LEGEND 


i) Opjectwe 


E Weapon 
| Locker 


Si] Antenna 


| Sone Emitter 


i 
| 
E Health kit | 


CONTROL "ORO 


PLATFORM 


HOLE FROM | 
TOP DECK 


Move through 
a narrow, winding 
passage, opening 
doors as necessary. 
Grab a pipe wrench 
along the way. ele 


When you reach 
a locker, open it and 
drink some booze 
from it. Then grab the lever rifle, and leave your pipe 
wrench on the floor for now. 


Also note all the health kits, which you can come 
back for later. 


NOTE 
| Something vicious lurks behind a metal screen next 
- ‘to the locker; ‘if you stand too close to the screen | 
you re ‘temporarily ‘incapacitated by a sorlic attack. If ’ 
you aim carefully you can shoot the creature through - 
the screen. {You can also simply avoid the screen.) ` 
Reload from the locker ‘if you choose to shoot 
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Open a door 
| and walk into a 
| stairwell, but be 
: alert: Two metal 
| crawlers are 

_ about to drop 

_ from above, one 
_ on each side of 
you. Sink into a 
corner so that your back is to the wall. Then care- 
fully shoot each crawler as it charges. 


Return to the locker to reload. Heal if necessary. 
You can also reclaim your pipe wrench if you’d like. 


Go up the 
stairs and | 
through a door 
at the top. Then 
climb a ladder 
and follow a | 
corridor to a 
second door. | 
Take that door 
as well. 


A r 


ii Now you are 
back on the top 
deck of the ship, 
near where you 
pressed the 
anchor button 

| | earlier. 


Go back along the deck toward the spot where you 
first started this mission. Along the way you’ll find 
another place where the anchor gouged a hole in the 
deck. (it’s marked on our map.) Drop into the hole. 
Grab a drive shaft from the floor nearby; it’s a great 
melee weapon. 


CONIC 


Turn LEFT AND LOOK ON 

T THE wALL. A eecescep 
ALCOVE HOUSES A CONE 
EmitTer. | HROw comE- 
THING AT IT TO DESTROY IT. 


Follow a long, narrow passage filled with huge 
bales of scrap metal. Metal crawlers scurry around 
overhead. 
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; Veer right 


and a crawler 
attacks you. Use 
your drive shaft 
to drop it. 


Now approach 
a spot where you 
need to drop down in order to advance. Up ahead, you 
may see an inferi shooting metal crawlers with an 
Oro crossbow. If you do see this, sink back and hide to 
avoid being shot. Eventually the inferi leaves. 


Once the inferi is gone, go ahead and descend. 
‘You’re now on the lowest level of the barge. 


You’re in a 

big area filled 
| with metal 
_| bales. Start 

| working your 
_ way through 
_ the bales, killing 
| metal crawl- 
ers as they 
appear. You can 
use your lever rifle, but save a bullet or two for an 
upcoming enemy. 


ere 


When you 
reach a corner, 
an Oro baller 
appears. Defeat 
him with raging 
bull tactics, or— 
better—a shot or 
two from your 
lever rifle. (This 
is the enemy we wanted to save bullets for.) 


Oro Ballers 


Oro ballers are burly, intimidating foes that serve as enforc- 
ers for the Oro. Their physique and combat style are much 
like those of a speedballer (hence the “baller” in their name). 
In fact, it’s easiest to think of them as extra-tough speed- 
ballers with bizarre metal implants. Expect them to fight 
savagely with melee weapons or bare fists, and expect them 
to be extremely durable. 


Enemies like this are best killed with special weapons or 
tactics. Firearms, your stun gun, and the raging bull tech- 
nique are preferred ways of handling them. If none of these is 
feasible, use chain attacks or simply parry and counterattack 
with a decent melee weapon. Just expect the battle to take a 
while if you're forced to use standard tactics. 


Keep 
_ advancing 

_ through the 

= metal bales. 

_ More metal 

_ crawlers 

| attack. Defeat 
them with 
shots from 
your lever rifle 
or with parry-and-counterattack tactics. 


Eventually you reach a ladder. Climb it to a ledge 
overlooking this area. 


REACTION 


| Roc& RADIOS You AROUND 
THIS TIME. PRESS THE 

| ACTION BUTTON TO RESPOND 
| TO HER. 


Follow the ledge to a 

_ door. Go through the door, 
turn left, and advance 
until you reach a spot 
_where you can crawl out 
a huge window onto a 
_ cargo container. Do so. 


METAL 
JUNKIE pi i 
APPEARS f 


E Weapon ' 
| Locker i 
a Locke | 


D) Antenna 


| sonic Emitter 


DROP DOWN 
FROM ABOVE 
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Kill a crawler 
that attacks you 
out here. 


Turn left 
and notice a red 
cargo container. 
Walk across 
some debris to 
stand on the red container. From here, move across 
more containers to a window on the other side. Kill 
another crawler here, then go through this window. 


Go down a 
corridor and 
open a door. 
Ahead a ladder 
leads down. 

Drop through 

the ladder hole. 
You’re back down 
on the ship’s 
lowest level. 


Advance until you reach a room filled with 
shelves. Veer left and heal from a locker, if neces- 
sary. Then work your way through the shelves to the 
room’s other side. 


NEWS 


A WORKING RADIO SITS 
ON ONE OF THE SHELVES 
IN HERE, AMIDST ALL THE 


JUNK. LISTEN TO ITS NEWS 
REPORT. 


Approach 
some closed 
cargo doors. 
Press a button to 
open the doors, 
then go through | 
them. You’re now | 
| 


in a very tall 
cargo hold filled ener 
with metal bales. 


Advance into this cargo hold, but get ready to run. 
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REACTION 


As You GET DEEPER INTO 
THE HOLD, YOU AUTOMATI- 


CALLY TURN RIGHT AND SEE A 
GIANT METAL ABOMINATION 
THAT SEEMS CONSTRUCTED 
ENTIRELY OF JUNK. THis ıs 

A METAL JUNKIE. Press THE 
ACTION BUTTON TO REACT TO 
THIS CREATURE. 


CEE THE siDEBAR FOR MORE. 


Metal Junkies 


_ These giant crea- 

= tures are called 
“junkies” not 
because they re 

= strung outon 

| drugs, but because 
-~ they're literally 

_ made of junk. 
(Junkie, get it?) 


Despite the cutesy name, these things are seriously 
tough. Here are the important facts: 


H + They cannot be hurt at all with normal weapons (guns, 
melee weapons, anything)—so don’t even try. 


« Once they're on your trail they chase you doggedly. 


+ They aren't particularly fast. You can stay ahead of them 
if you constantly switch between short bursts of sprinting 
and short periods of regular movement. (Use bursts 
instead of just holding down the sprint button: This 
conserves your stamina.) 


+ They punch you if you're close to them. This deals severe 
damage. 


- If you get up above them they can sometimes rattle 


These bales are easily dodged but deal massive damage if 


- They throw metal bales at you if they can’t reach you. 
| they do hit you. 


o - There are only two ways to kill a metal junkie: with an Oro 
i crossbow, or with a specialized piece of heavy machinery. 


The bottom line: If you don't have an Oro crossbow, or 
if you aren't standing at the controls of a wrecking machine, 
you must constantly run from metal junkies. Keep moving 
until you reach one of those two weapons. 


We'll go into more detail on killing metal junkies when 
you get the opportunity to finish one off. 
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whatever you're standing on, thereby doing some damage. 


| | broken airplane, 


Start running 
around the hold, 
avoiding the 
junkie. Force 
yourself to take 
it easy and stay 
calm. By alter- 
nating between sprinting and normal running, and by 
using the big piles of junk as obstacles, you can avoid 
the junkie pretty easily. Just try to avoid getting 
wedged into a corner. 


Look for a f 
ramp leading up 
- to a walkway. 
It’s back in the 
direction of the f 
cargo doors you 
entered by. Run 
up that ramp. 
The junkie a 
can’t follow you 
up here, but it can rattle the platforms you’re stand- 
ing on, thus dealing minor damage over time. That 
means you need to keep moving. e 


Run across 
-a short series of 
beams and plat- 
forms. At the 

_ end of the final 
platform, on 

_ the edge of the 

| platform itself, 
is a button that 


canton 


entre erase aM AT 


opens some cargo doors below you. Press the button, f 
then quickly drop down. 


- Drop onto the side of the platform opposite the ; 
junkie. to avoid béing greeted by a punch ‘in the face. 3 


Make your 
way through the 
doors you just 
opened. Stay calm 
and keep moving. 
When you see the 
nose cone of a 


go just past it and 
then veer left. 


Sraa i 


Follow the path as it leads you across some make- 
shift platforms and then back onto a ledge. Keep 
moving up. 


When the 
ledge ends at 
_ some platforms, 
_ run onto the 
- platforms. A 
metal crawler 
leaps onto 
| your platform 
_ to attack you; 
quickly beat 
mà | it down. Then 
cross a metal I-beam to another ramp. 


Keep moving up this ramp. Now you’re at the 
very top of the ship. Turn right and run forward to a 
ladder. Climb the ladder. 


You’re now 

mà in a tiny crane 
control room. 
Press the 
action button 
to operate the 
crane. The 
crane rises, 
bringing with it 
an old bus. 


Watch the 
junkie as the 

_ bus rises. Slide 
_ back and forth 
| to avoid any 

- metal hunks it 
_ throws at you. 
j When the 

bus is fully 


4 risen, get close to it and press the action button to 
jump across to it. 


You’re now 
atop the bus. 
Walk forward 
to drop into the 
bus through a 
hole in the roof. 
Then run up the 
aisle until you 
find an Oro crossbow on one of the seats. Grab it. 


Keep running to the front of the bus. Press the 
action button again to open the door; get out. 


The bus drops 
just after you get 
out. Meanwhile, 
the metal junkie 
runs around the 
pit the bus fell 
into. 


As the junkie 
approaches, aim 
carefully at it. Wait until it’s quite close and you have 
a can’t-miss shot. Then shoot it squarely in the chest 
to kill it. 
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OBJECTIVE 


1 Photograph the news van door. 


FORENGIC 


<a> DM 

ExPLORE THIS UPPER LEVEL. 
As You APPROACH A NEWS 
VAN DOOR, YOU GET A NEW 
OBJECTIVE! TAKE A PICTURE 
ORE. 


Elsewhere 
up here isa 
narrow walkway 
_ that leads to a 
_ door. Follow the 
walkway and 

. go through the 
” door. 


Take the hallway beyond the door. The main path 
lies straight ahead, but you can instead veer left, ~ 
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and some Oro ballers will break down a sealed door. 
Defeat them, and you can enter a room with a locker. 
The locker contains health kits and ammo (which 

is useful if you still happen to be carrying the lever 
rifle). 


When you’re done here, get back to the hallway 
and open another door. Go down some steps. 


Advance 
until you reach 
a spot where 
you can drop 
down. Do so, 
then follow the 
twisting hallway 
and stairs to 
another door. 
Open it. 


Now you’re looking out across a giant cargo hold. 
It contains several sonic emitters and three metal 
junkies. We’ll take things step by step. 


REACTION 
FoLLow THE WALKWAY TO ITS END. As You DO, You LL 
sEE ROSA DOWN BELOW, RUNNING AWAY FROM A METAL 
JUNKIE, You GET A REACTION OPPORTUNITY HERE. 


SONIC 


| WHEN You REACH THE END 
| OF THE WALKWAY, LOOK 

| AHEAD AND DOWN. THERE c 
| A SONIC EMITTER ATTACHED 
| TO THE WALL SOMEWHAT 

| BELow You. THROW OR FIRE 
| YOUR WEAPON TO DESTROY 
iT. (le You Miss, REMEMBER 
TO COME BACK HERE LATER, APTER DEALING WITH THE 


JUNKIES, AND THROW SOMETHING ELSE AT IT.) 


Turn left 
and see a spot 

| where the 

| walkway railing 
_ is missing. Wait 
" until no junkies 
: are nearby, then 
| slide down to 
the floor. 
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Turn left again and run, avoiding junkies, until 
you reach a spot in the wall that’s too small for a 


junkie to squeeze through. Go through it. 


Just past the narrow spot is an Oro crossbow 
propped against the wall. Take it. 


NOTE 
There's a locker corttdiriing health Kits to the left 
of the crossbow. 


Keep moving 
through this 
narrow passage, 
following it as it 
| bends right. It 
leads to a ladder 
going up. 

Take this 
ladder. Then look for a second ladder very close to 
where you emerged. Take it as well. 


ActivéteMagnet 


Move Mcgnet 


Now you're atop a magnet control platform. Take a 
look around. Two metal junkies are likely to be down 
on a somewhat lower part of this room, while one is 
probably very near you. 
REACTION 


Press THE ACTION BUTTON TO SCORE A REACTION, JUST 


AFTER YOU KILL THE PIET JUNKIE. 


Kill all 

. | three junkies 

1 by following the 
_ instructions in 

| the sidebar. Now 
| this giant room 

= is empty of 

_ enemies. 


strategy. 


First, understand 
that the junkies don't 
stand still: They 
patrol this area. At 
any given time, two 
are likely to be down 
onthe main floor, 
and oneis likely to 
be near the magnet 
platform. 


If you attract 

the attention of 

the nearby junkie, 
it'll throw hunks of 
metal at you while 
you stand on the 
magnet platform. It’s 
unlikely to hit you, as 


the guardrails of your platform will catch most of the metal 
hunks, but there’s always a chance a hunk will find its mark. 


ob eee ee b L b b b b a 


PITTING AND RUN OVER THERE 


Killing-the Three Metal Junkies 
Junkies can be killed two basic ways: with the Oro crossbow 
and with the magnet. It is possible to kill all three junkies 
with the magnet alone, or to use the magnet on two and then 
get the third with the crossbow. We'll pursue the second 


There are three ways to handle this situation. The first is 
to try to sneak onto the platform. If the nearest junkie sees 
you and starts to attack, consider dropping off the platform 
and then immediately dropping down the second ladder hole 
to the corridor where the junkie can’t follow. Hide (or move 
around in this corridor) for a while. Then, when the junkie 

has lost interest in you and moved off, try to sneak up to the 
magnet platform unseen. (Do this while the junkie is patrol- 
ling elsewhere or has its back to you.) Just bear in mind that 
this technique does not always work. 


The second approach is to operate the magnet controls 
briefly, then dodge a hunk of metal, then go back to the 
controls. You can do this—but it’s very hard. 


The third method is the most straightforward, and the 
one we recommend. That’s to get on the platform and start 
using the controls, ignoring the nearby junkie and hoping 


that the guardrails will protect you. This strategy doen t 
always work; sometimes you'll get killed by flying metal. But 
if you operate the magnet quickly, it works a lot of the time— 
and you only need it to work once. (If you get killed by a metal 
_ hunk, just reload from the last saved position and try again.) 


Regardless of the strategy you're using, once you're on the 
magnet platform, look at the magnet control panel and press 
the action button. Now you're operating a giant magnet. The 
position of the magnet Is clearly visible because it shines down 
an extremely bright light on the floor beneath it. 


: You can move the magnet in cardinal directions with your 
- analog stick or digital pad. When a metal junkie is directly 
_ below the magnet, tap the action button to try to pick it up. 


Note that you can’t grab a junkie while the magnet is 
moving. Therefore, you should move it to a spot near a junkie, 
| leave it there, and wait until the junkie walks beneath it. Then 
_ tap the button. 


Once the magnet 
has grabbed a 
junkie, move it over 
to the trash compac- 
tor on the left side 
_ of the screen and 
press the action 
button again to drop 
it in. This destroys 
the junkie. 


Repeat this process for the second junkie. 


Now you can either 
| wait for the third junkie 
` to go down on the main 
| floor (and then grab it 

= with the magnet) or kill 
| it by shooting it with 

_ the Oro crossbow. We 

_ prefer to use the cross- 
_ bow, as it’s fast and sat- 
__ isfying. If you decide to 
= go this route, we recommend going downstairs before taking 
__ the shot, as you can get very close and ensure a hit that way. 


og e 


sere ener em ee 


I THE WALKWAY 7, GRAB A PIPE 


TO DESTROY 


IT NOW. 
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BLOODSHOT” — Metal Crawler Shooting: Gallery 

e ne al o ~~ Your goal here is 

to gun down the 
_ incoming crawlers 
_ with your nail gun. 
_ The crawlers arrive 

ina fairly steady 
_ stream, and there 

= are lots of them. 
LS SES ee aE Here are some tips 

DOORWAY AND TALK TO on staying alive. 
Roca, You GET A CHANCE 


Before going through the doorway to Rosa, double- 
check that you have destroyed all five sonic emitters 
in this giant room. 


REACTION 


Now PAss THROUGH THE 


f e The nail gun is a rapid-fire weapon. Hold down the trigger; 
E FOR A REACTION HERE. there's no need to tap it. 


+ You have unlimited ammo and never have to reload, so never 
let up on the trigger. There's no penalty for continuously 
firing. 


+ Watch for the sparks created by your nails. Use those sparks 
to figure out where your nails are landing, so you can adjust 
your aim. 


You hear 
a mysterious 
sound. Climb a 
ladder to inves- 
tigate. 


| | The ladder 


takes you to : i « Focus on these three areas: right in front of you, on top of a 
m a walkway high container to the left, and on some debris to the right. 
i covered with metal crawlers. Follow the walkway. 


e When no crawlers are near you, sweep your fire across the 
distant platforms, gunning down crawlers from afar. 


- As soon as any crawlers get close, shift your focus lower, to 
the ones nearby. Gun those down. 


« Most of the crawlers start out in front of you, duck out of 
Suddenly, crawlers attack and swarm you. You sight, and eventually pop up again very close. But a couple 
fall off the walkway and injure your leg. You pick up crawlers periodically appear on top of the high container to 


a nearby nail gun. Now begins a “shooting gallery” the left or stand partially hidden by debris onthe right. The 
nnd Sde the eidehdr for detail ones at those two side spots hurl things at you. So if you’re 
BARE ROB. EO AG PP OPAR TRE CERS, getting hit and nothing is in your face, clawing you, the 


damage is coming from one of those two spots. 


When the If you die, try again. Remember to keep your focus low, 
_ flow of incoming prioritizing nearby crawlers over distant ones. And if you're 
. crawlers starts getting hit by something you can’t see, sweep your gun across 


' to get thin, keep the top of the left container and the right debris pile. 
| one eye ona 
walkway up 

l above. Eventu- 
ally an inferi 


with an Oro Yoice Attack Up grade | f 


crossbow appears up there. As soon as you see him, 
aim at him and bring him down with the nail gun. Based on your performance during the mission, you now 


That completes this mission receive an upgrade. This upgrade stays with you for the 
remainder of the game. 


NOTE 7 The upgrade you receive this time is the voice attack. To | i 
eee ee l perform a voice attack, rapidly (and simultaneously) tap both 
4 If you fail to shoot the infekti in a timely fastion he 4 attack buttons until you send a sonic wave out to hit your 
: e 4 target. 
‘ills you with the crossbow. forcing you to reload. 7 
O Unlike all other upgrades, the voice attack has only one 


level—so for upgrade purposes it doesn’t matter whether you 
got bronze, silver, or gold on this mission. 
We provide tips and extra information on the voice attack 
in the next chapter. ; Í 
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This won't be easy—but ‘it’s necessary. Let's get Hight 'to ‘it. 


Maggie 11: 
The Peningula 


q Antenne: 2 


| look at). 
Player Responses: 2 | 
_ Sonic Emitters: 2 À 
, Secondary Objectives: Destroy 5 Oro devices . | 
_ Investigator Sequences: None 


1 Post-Mission Upgrade: FPS mode 


LEGEND 
D objective 


+) Health Kit 
& Weapon 
Q| ocker 
Antenna 


N sonic Emer 


PINISH T 
HELICOPTER | 


STARTING POINT IN 
CARGO CONTAINER 


WOODEN 
CHIP ULL 


DEAL WITH AGENTS 
AND CRAWLERS HERE 


Rosa left to get help, and she urged you to sit tight 

while she does so. Instead, you hitched a ride on a | 
cargo container as a giant crane lifted it onto the | 
peninsula. | 


This vis ‘ft: the grand finale. Al the skiffs and ‘tactics you've develaped up to this point will serve 
you well here. as you seek ‘to ‘infittrate the Oro base and bring ‘their bizarre ‘threat to an end. 


Now you’re on the peninsula itself. It’s a landfill, a 
| scrapyard, a boneyard for old ships. It’s also infested 
| with members of the Oro, including some enemy 
| types you haven’t seen before (or didn’t get a good 


Assisting you in this endeavor is your new ability 
| to perform a voice attack. 


Ustng--the Yoice Attack 
You can perform the voice attack 


throughout this mission. Here are 
some relevant facts: 


+ Perform it by rapidly tapping both 
the left and right attack triggers. 
Keep tapping until the voice attack 
happens. 


+ The voice attack has good range and 
is extremely directional, just like a 
bullet. You need to be aimed squarely 
at the target for the voice attack to 
deal damage. 


+ If you hit an enemy’s head with the 
voice attack, that enemy’s head will 
explode. This is yet another way the 
voice attack is like a gunshot: Head 
shots are lethal. 


+ You must wait a short time between 
voice attacks. The key is to listen to 
Ethan's breathing: It gets labored 
after using the attack, and only after 
he’s fully calmed down can you use 
the attack again. 


It may be worthwhile to trigger a 
few voice attacks early in the mission, 
just to practice the button tapping. 


Once you get into a combat 
situation, remember to get your __ 
view perfectly lined up on the enemy 
(preferably on the head) before 
starting the attack. And try to stand 
back far enough that you won't get _ 
bum-rushed while in the middle of th 
attack. 
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Save your stun gun; do pot use iit until the end of 
the mission. We'll tefl you when to use ‘it. 


The mission starts in earnest after you’ve had 
a heart-to-heart with the masked man, who you’ve 
come to realize represents your inner demons. When 
the masked man disappears, you hear a helicopter. 
Then Dorland’s voice comes through a loudspeaker, 


urging you to give yourself up. The dark agents have 
come for you! 


You’re still 
_ inside your 
shipping con- 
tainer. Move 
forward and 
look through 
_ a crack in the 
doors; you'll 
see a couple of 
dark agents out 
there. Aim at the crack and tap both attack buttons 
until you produce a voice attack. The voice attacks 
rips the doors off the container, killing both agents. 


More agents 
are in this 
area, but they’ll 
likely run away 
from your 
initial attack. 
You should have 
some room to 
breathe now. 
Move forward and claim an assault rifle from one of 
the fallen agents. 


Je 


You can collect fallen enemies’ assault 'ifles 

throughout the first half of ‘this mission. We won't 
© explicitly tell you to keep renewing your ammo sup— 
| ply from these dropped guns. but you should do so 
- every chance you get. 


PRIMAGAMES.COM 


Game Guide 


Notice the strange 

blue ‘tubes snaking 

‘through ‘this area. 

These tubes conpect 

bizarre Oro machines 

{which serve unknown 

purposes) ‘to one 4 
another. Destroying the machines connected by these 4 
tubes is a secondary mission objective. 7 


NEWS 
ExPLORE THIS LITTLE AREA. a 
| THere ss A RADIO IN THE 

| CORNER, LISTEN TO ITS SOME- 


| WHAT GRISLY (OR COMICAL, 
f DEPENDING ON YOUR POINT OF f 
view) NEWS REPORT. 


Atso NOTICE THE LOCKER WITH HEALTH KITS 
BACK HERE. 


Grab a pistol from a table nearby and holster it. 
Now you have two good weapons. 


Slowly move 
around the 
corner into new 
territory. Up 
ahead is another 
dark agent. Gun 
him down with 
your assault rifle. 


TIP 


| Your voice attack ‘is extremely potent. but ‘it takes 1 f 
a while to produce. and ‘its effective range has Timits. i 
When you're facing eneniies with guns (or enemies at 4 
medium-jong to long range). the assault Kifle works 4 
much better. q : 


Get around 
the corner and 
[ look down a ; 
_ long alley lined 
_ by metal walls. 
1 A dark agent 
_ lurks at the i 
end of the alley, 
up high. Snipe 
~ him and slowly 

move forward. 
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Advance 

| a little farther 
and see a dark 
agent crouch- 
_ ing near some 
| propane tanks. 
| That’s a big 
"| no-no; shoot the 

| tanks to teach 
-the agent why. 


Move forward and drop into a lower area. 


This area 
contains the 
mission’s first 
Oro device. 

It consists of 
two parts: a 
console with an 
antenna, and 

a small, blue- 
glowing obelisk. Refer to the objective tip for notes on 
destroying it. 


P= OBJECTIVE 


_ Your secondary mission objective ‘is to overload 
| destroy) aff five Oro devices. 

i To destroy an Oro device. approach the console 
and grab the arttenna. Now move the antenna around. 
just as you'd move a radio or TV antenna. Instead 
of finding the “sweet spot” by listerling for sound | 
or watching for a TV picture. however. you find the 
Sweet spot on these machines by watching the glow— | 
' ‘ing King around ‘the antenna. When the King glows red 
__ {instead of white) you're ‘in the Hight place. 
Just as with TV and radio antennas. the sweet 
spot on these devices slowly moves. Keep adjusting 
the antenna to keep the ing red. and ‘the machine 
eventually overloads. 


i 


A metal 
crawler attacks 
when the 
Oro device is 
destroyed. Gun 
it down and 
advance. 


At the end of 
this area, turn 
right and climb a ladder. 


At the top, more dark agents appear. They run 
past you to the left and take up hidden positions in 
the debris. If you’re fast you can gun down one or 
two of them as they run, but it’s also OK to ignore 
h 


| MOVE STRAIGHT AHEAD 
| TO A TABLE SUPPORTING A 
RADIO AND AN ASSAULT 
KRIPLE. LISTEN TO THE NEWS 


REPORT AND RELOAD YOUR 
| WEAPON. 


mee STARTING AT THE RADIO, 
TURN RIGHT AND MOVE BACK 


INTO A SHORT, DARK ALLEY 
| WITH A SONIC EMITTER AT 
THE END. SHOOT A METAL 
CRAWLER BACK HERE, THEN 
BLAST THE EMITTER. 


Now start 

< moving into the 
large debris field 
_ that the dark 
agents scattered. 
into. Quickly run 
_ to the first spot 
labeled “Deal 
with agents and 
crawlers here” on our map. It’s a spot where a short 
metal wall gives you some cover to hide behind. 


Be especially 
aware of sounds, 
because shortly 
after you reach 
this spot, a metal 
crawler runs 
up from behind 
you. Quickly 
spin around and 
shoot it, then 
turn your attention back to the territory ahead. 


After killing 
_ the first crawler, 
_| move forward 

_ a bit and look 
left. Kill a dark 
_ agent crouching 
in some debris. 
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There’s 

q an SCU locker 

= nearby; heal £ 
| with its health 

_ kits if necessary. 
Press for- f 


| ward, toward a 
= Multilevel con- 


Then immediately drop back to your hiding spot, 
because more agents appear up ahead. 


Snipe the dark agents, using your cover to hide 


when necessary, but be aware that at some point T ee orete siructure 

another crawler will appear behind you. Listen for it, | that houses a giant ocean liner. (You'll need to look f 
and when you hear it, get fully behind your cover so | 
you can deal with it and not get shot in the meantime. 


up to actually see the ocean liner; it’s huge.) 


n Enter a con- 
= NOTE a crete hallway. 
_ There are more jpropane ‘tanks up ahead; shoot them | To the left is 


an SCU locker 
with ammo and 
- TP ' more health 
TIE | kits. Stock up if 
| Remember your holstered jistol “if you run out of | 1ecessary, then 
assault Kifle ammo. F go right. en f 
| When the 
concrete hall 

veers left, shoot 

a metal crawler. i 
Then sink back 
into the corner 

| as metal crawl- 

ers attack in a i 
stream. First 


f dark agents stand too close to ‘them. 


When all 
| visible dark 
| agents have 
-~ been shot, move 
ahead. Reload 
_ the assault rifle 
using dropped 
weapons, then 


| move to the i i ee they come 
second “Deal from ahead, and then from your left. Gun them down 
with agents and crawlers here” spot. This is another before they get too close. {Í 
place where you can hide behind a short metal wall When it’s done, go back to the SCU locker and 
and pick off any remaining dark agents up ahead. Do 


reload your rifle. Then keep moving forward. 
so; there are probably only two or three dark agents i 
left. But be aware that another crawler may also As you move ahead, the ground splits and you fall : 


attack from behind. into a wooden ship’s hull. 


There are 
several holes 
in the hull, but 
only one’s big 
enough for you 
to drop through. 
Descend through | 
it to the floor, | 
then get away 
from the hull as 
it settles. 


Move farther 
` ahead to find 
the second Oro 
device. Overload 
and destroy 
it. Two metal 
crawlers race 
in to attack you 
once the device 
is destroyed; shoot them both. 


Metal crawlers swarm; gun them down with the 
assault rifle as they appear. | 
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Make your 

= way around the 

ship’s hull. As 

] you round the 

| hull, it collapses 

| completely. Good 

| thing you aren’t 

' still back there. 

ma | Shortly after, a burly Oro baller and some metal 
crawlers attack you. Make short work of them with 
the assault rifle. 


NC 
A THis BIG ROOM Hous€s 
| A SONIC EMITTER. Aerer 
THE WOODEN SHIP 5 HULL 
COLLAPSES, MOVE ABOUT 
HALFWAY ALONG THE OTHER 
| siDE OF IT. THEN TURN LEFT 


i AND APPROACH THE fıDE OF 

PUis THE BUILDING. THE EMITTER 
A 1S SOMEWHAT HIGH UP, STUCK TO A THICK METAL 
SUPPORT PILLAR ATTACHED TO THE WALL. 


4 Keep moving 


around the hull 
and take some 
stairs leading 
up. Then look 
for a ladder and 
climb it up even 
farther. 


Upstairs, 

follow a hall until you reach a spot where windows 
and doors give a view of an outdoor area. Restock 
health and ammo from an SCU locker beneath some 
stairs, and then move outside. 


A helicopter 
| passes over- 

| head. Watch it 

| go, then turn 

4 your attention 

; ahead, where a 
: couple of crawl- 
| ers are gnawing 
" on a dark 
agent’s corpse. Put a bullet in each of the crawlers. 


| past the dead 


for dark agents up ahead. Snipe them whenever you 


Move ahead, 


crawlers, to a 
sealed door. The 
helicopter comes 
back; it hovers 
overhead. This 

is Dorland’s heli- 
copter, and you’ll 
eventually have to destroy it. 


For now, 
look up and 
notice the 

patchwork roof. 
Slide around 
under here, 
looking up, until 
you can see 
Dorland’s heli- 
copter through 

a hole. Shoot a few rounds into it, and it flies off. 


peor 


Now the 
sealed door 
near you opens 
up and reveals 
several dark 
agents; approach 
the door and 
carefully snipe 
anyone you 
can see. 


aramean mane erroa sero 


Go through 
the door. It 
_ leads to a small 
enclosed area, 
` which serves 
- as good shelter 
_ from the helicop- 
ter. Move around 
| beneath this 
"shelter, looking 


get a good angle. 


NOTE 
An SCU Jocker ‘in this shelter stocks ammo and 


health kits. Load up on anything you need whenever 
| you have a free moment. 
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Watch out for a dark agent standing on a tigh beam 
up ahead; he's easy to miss. 


Dy i p=, 


When no 
| more agents are 
clearly visible, 
move out from 

_ under the shelter 
a bit and look 
up. Get a view 

of the helicopter, 
fire several more 
rounds into it 
(making it fly off again), and then sink back into your 
shelter to heal up and restock on ammo. 


Make as 
sure as you 
can that no 
more agents 
are lurking 
around. Then 
walk onto a 
ramp formed by 
fallen I-beams. 
Stand on top for a moment and look ahead. The spot 
you want to run to is just ahead and to the right; it’s 
a place where several big metal pieces come together, 
giving good protection from several sides. (A couple of 
the dark agents you shot were skulking in that area.) 


Drop down 

- on the other 
side of the 
ramp and run 
to the area we 
_ just mentioned. 
| The helicopter 
| reappears. 
_ There are also 

dark agents on 
a beam overhead, at the spot where you previously 
killed one. But your current position shelters you 
from the agents; just focus on the helicopter. 


Slide around until you get a view of the helicop- 
ter. Then pump several rounds into it and back up. 
Heal if necessary. Then repeat. The helicopter can’t 
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take much more 
damage, so 
expect it to drop 
after you’ve 
scored a number 
of solid hits. 


TE 


fles ‘in this general area. 


The helicopter crashes and you receive a message 
that Dorland is escaping. (Don’t worry, you can’t 
catch him yet.) f 


NOTE 
A strange creature known as an Oro soriic may 
approach at ‘this point. Lf ‘it does. simply shoot ‘it 
before ‘it gets too close. We Tl expldin what these 
are a bit later. 


A doorway 
has appeared. 
_ Make sure you f 
have full assault 
- rifle ammo, then 
advance through 
l it, turn left, and 
_ look for a hole 

in the ground 
with a ladder going into it. Drop into that hole. 


Move 
forward until 
you find a tall 
room with a 
pulley lift in 
the middle. (it’s 
essentially a 
crude, open- 
sided elevator.) 
Approach the pulley lift and get on board. 


Throw a lever and the lift slowly rises. Meanwhile, | 
Rosa radios, and you have a brief conversation. 


After the radio conversation is done, crawlers 
start to drop onto the lift. Quickly run back and forth 
across the lift, shooting crawlers as soon as they 
appear. (Shoot from the hip; don’t bother aiming.) 


Mat! béd, 
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A couple crawlers emerge 
after you throw the lever. Gun 
them down, then get back on 

board the lift. 


HOLE LEADING 
TO FINAL AREA 


LAST ORO 


DEVICE ~ 


LEGEND 


| 
O Objective | 
Y) Health kit | 


ow» b D 
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a Locker 


Antenna 


| Back on the lift, throw the lever once again to 
X Sonic Emiter | resume your ascent. 
| 


You may need to fight another crawler or two as 
The lift | you continue to rise, but by and large the crawlers 
pauses briefly are done. 
before resum- 
l ing its ascent. 
Crawlers con- 
tinue to appear. 
Continue to 
_ shoot them 

using as few 

bullets as possible. Remember: Just one bullet is good 
enough to drop a crawler. 


Finally you 
| reach the top 
(for real). Get 
off the lift and 
_ take a couple of 
doors. Heal up 
from an orange 
locker, then turn 
right. Up ahead, 
hanging from 
the ceiling, are two creatures known as deforms. 


Finally, the 
lift breaks. Get 
off the lift, but 
watch out for a 
burly Oro baller 
who charges 
into view. You 


Deforms 


Deforms are the byproducts of failed Oro 
experiments. They cannot move; they 
should have hang upside-down and wait for you. 
some ammo left | When you get close, they emit a pierc- 
in your assault rifle; a few bullets (or a single head |© |7 İng sonic attack that deals damage and 


shot) will take care of him incapacitates you (slowing you down 
and preventing you from attacking)— 


but only if you're quite close. 


Walk all the 
way around the 
lift. Look for a 
lever attached 
to a metal 
beam: It’s easy 
to see because 
it periodically 
throws off big 
sparks. Throw that lever to restore power to the lift. 


The best way to deal with these is to 
use your own voice attack on them. Stand 
back far enough that they can’t hurt you 
with their attack, aim at their heads, and 
then burst their skulls with your voice. 


If you are careless and find yourself in range 
of a deform’s attack, simply move back until you're 
no longer taking damage. 
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By this paint your assault Kifle ‘is probably empty; 
‘throw ‘it away. If you followed our advice eartier 
you may sti] have a 9mm pistol holstered. Leave ‘it 


holstered for now; you can put ‘it to good use later. l 


Kill both 
deforms with 
_ your voice 
attack, taking 

' care to stay well 
| back as you do 

| so. Dorland’s 
voice mocks you 
as you advance. 


Move around a corner and you catch sight of an 
Oro sonic. 


Oro Sonics 
Sonics are superior 
versions of deforms. 
(Or to put it another 
way, deforms are 
what happens when 
the process of making 
a sonic goes wrong.) 


Sonics have the same brutal sound attack as deforms, but 
sonics can move. This makes them a lot more dangerous than 
deforms. 


To deal with a sonic, back up to a safe distance and use 
your voice attack. Be sure not to stand close enough that the 
sonic can walk into its attack range while you're busy charg- 
ing up your attack. 


In a pinch, you can also shoot or throw something at a . 
sonic. Melee combat can work if you start attacking before 
the sonic starts its audio attack, or if you've already stag- 
gered the sonic with your voice attack and have a clear 
opening to get in there and fight. But melee combat should 
usually be your last resort. 


If you get caught in the sonic’s audio attack, keep backing | 
up until you re no longer incapacitated or taking damage. a 


Kill the sonic and move on. A second sonic 


appears in the hallway up ahead. Kill it as well, pref- 


erably by using your own sonic attack. 
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Advance to 
some double 
doors. Go 
through them. 
Now you’re on 
a walkway that 
leads around a 
big area filled with Oro devices. 


Follow the 
i walkway. As 
` you approach 
| a corner, watch 
| out: An Oro 
_ baller ambushes 
you when you 
get close. If you 
still have the 
pistol, consider 
drawing it and shooting him. Otherwise, drop back 
and use your voice attack to at least start the fight; 
you can then finish it any way you want. 


Heal up at a 
locker around 
the corner if 
necessary, then 
continue along 
the walkway. 


There are 
two Oro sonics 
down on the 
main floor. As you approach consider shooting them 
with your remaining pistol ammo Cif you have it). 
Otherwise, kill them by constantly retreating and 
firing voice attacks at them. 


NOTE 


-~ We'll assume that you have po more ammo from this 
point forward. 


Go down the 
_ steps toward 
_ the main floor, 


_ Don’t approach 

the Oro devices’ 

_ Obelisks, as 

_ they’re generat- 
ing sound that 

will harm you. Instead, immediately turn left and 

approach a console. 


_ but move slowly. 


’ Use the 
_ antenna on 
_ the console to 

l destroy the 

| device. Two 
Crawlers attack 
when you do 
his; turn and 

j intercept them 
with kicks and chain attacks. Fight a defensive battle, 
parrying and counterattacking, until they’re dead. 


Now 
approach the 
room’s other 
console; it’s on 
the other side 
of the stairs. 
(Keep avoiding 
the dangerous 
obelisks.) 


Use the antenna to destroy this console as well. 
Two more crawlers attack; kill them with melee 
attacks, just as you killed the others. 


NOTE 
If you're hurt. briefly return to the nearby 
SCU locker. 

The obe- 
lisks are now 
disabled, so 

_ it’s safe to 


approach them. 
Explore the rest 
of this room. 


Two alcoves 
in the back of 
this room each have a spot where you can drop to a 
lower level. Go into the rightmost alcove and descend. 


Now you’re 
in a basement 
area with lots 
of deforms 
hanging from 
the ceiling, as 
well as a couple 
of crawlers. 


Slowly 

explore this 
area, using the voice attack to clear out deforms as 
you go. Avoid spots that periodically jet flames. Also 
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be careful not to stand close 
to a deform for too long; if you need to get close 
to attack it (say, because it’s just around a corner), 
wait until it’s done shrieking and then quickly move 
up and use your voice attack. 


If you hear a crawler, quickly turn your attention 
to it. Then go back to dealing with deforms when the 
crawler is dead. 


NOTE 


An orange locker at the end of a dead-end 


corridor down here corttains health Kits. Find it if 
you peed heating. 


Keep explor- 
ing the corridors. 
Pay close atten- 
tion to the floor. 
Eventually you’ll 
find a spot with 
a missing section 
_ of floor panel. 

' Down below is 
another walkway. 
Drop through this missing panel to the lower level. 


Approach a 
circular plat- 
form filled with 
video monitors 
and wires. As 
you get onto 
this platform, 
Dorland taunts 
you from atop a 
higher platform. 


A pair of Oro sonics are near Dorland. They 
drop down one at a time; intercept each with a voice 
attack, and then finish it off however you like. 


REACTION 
NATCH FOR A CHANCE TO REACT To DORLAND 5 TAUNTS. 


: When you’ve 
_ defeated both 

l sonics, Dorland 
runs off along a 
_ catwalk. There’s 
| a lower catwalk 


PRIMAGAMES.COM 


, PRIMA Official 


just beneath the one he took. Run along that catwalk 
to follow him. 


At the end 
of the catwalk 
are some stairs. 
Look left before 
taking the stairs 
to see some 
health kits. Heal 
up fully. Then 
take the stairs. 


The fifth and 
final Oro device 
is at the top of 
these stairs. Just 
as you did with 
| the others, use 
the antenna to 
overload and 
destroy it. 


The destruc- 
tion of this 
device starts a 
cascading effect; 
the whole place 
is going to blow! 


Go back 
down the stairs 
and along the 
catwalk. Sud- 
denly, the catwalk in front of you collapses. Every- 
thing goes black. 


When you 

- get control of 
_ yourself again, 
_ everything is 
_ blurry. That’s 
| because Dorland 
_ is nearby, using a 
_ sonic attack just 
_ like those of the 

Oro sonics. Look 
around and down. Despite your blurred vision you 
should be able to vaguely see the circular platform you 
passed earlier. Move toward it. Your vision clears when 
you get enough distance between you and Dorland. 
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When you’re down on the actual platform, take a 
right and put a little more distance between you and 
Dorland. 


REACTION 
SHORTLY AFTER YOU GET ONTO THE CIRCULAR PLATFORM, 
Rora RADIOS. TAP THE ACTION BUTTON TO RESPOND TO HER. 


The Final Battle 


You must now finish off Dorland. This tough battle 
may require more than one try; several opponents 
are involved, and any of them is capable of taking 
you down. This battle requires a lot of skill and a 
little luck. 


See the sidebar for an overview of how this fight 
will go. Then rejoin the walkthrough for the step-by- 
step. 


Overview of the Final’ Battle 


Your task in this 
battle is to defeat 
Dorland (who is now 
wearing astrange 
Oro mask). This is 
complicated by the 
fact that you cannot 
damage him with 
thrown items or 
melee attacks. 


Dorland radiates sonic energy, which damages and inca- 
pacitates you if you get inside its radius. Therefore you must 
stay away from him at all times. Dorland walks quite slowly, 
so it’s definitely possible to avoid him. 


The first step to defeating Dorland is to hit him with voice | 
attacks. Each time you hit him with a voice attack, he tempo- | 
rarily enters a “dazed” state. While he’s in this state he grabs | 
his head and is not dangerous to you (unless you wander 
close to him)—but you cannot hurt him any further while he’s 
in this state, either. 


Other enemies appear while Dorland is dazed. Defeat 
those enemies, and then Dorland will exit his dazed state. 


After hitting Dorland with two voice attacks (and 
defeating the enemies that appear when Dorland is dazed), 
you must hit Dorland with a third and final voice attack. 
This begins a sequence in which you watch the screen for ] 
prompts and quickly tap the prompted buttons. If you tap the 
prompted buttons quickly and accurately, you win the battle. 
If you tap the wrong buttons or are too slow, Dorland kills 
you and you must start over. 


Did you read 
the sidebar? 
Good. Now let’s 
step through 
the battle. 


First, 

quickly look 

for a weapon:a | 
pipe lever, for 
example. There are several weapons up here; grab 
one when you find it. 


Now quickly locate an Oro baller. Kill him as 
quickly as possible, meanwhile taking care to stay 
away from Dorland. If you have the best possible 
stun gun (with five charges), the best method is 
simply to stun the baller and then deliver a killing 
blow. Otherwise, parry and counterattack, or use 
chain attacks. Or try the raging bull technique. 


Once the baller falls, locate Dorland. Aim at him 
and perform a voice attack. Don’t worry about hitting 
him in the head; you just need to hit his upper body. 


NOTE 
Flames jet out from various spots on the platform 


Fat random ‘intervals. If you find yourself ‘in a flame 
jet. quickly move away. 


Dorland goes 
into a dazed 
state from 

your attack. 
During this 
time he won’t 
move or attack 
you. You can 
safely ignore 
him while he’s 
dazed; just don’t walk too close to him. 


Two metal crawlers now climb up from below. 

Kill them however you like; we recommend grabbing 
a melee weapon (several lie scattered around this 
platform, including an axe and a pipe lever) to assist 
you. Remember to use chain attacks if you’ve built 


= them up. 
FIP 


If you followed our advice and conserved stun gun 
charges. the very best thing to do right pow ‘is to 
quickly zap one crawler with the stun gun and ‘then 
quickly finish it off. Then eliniinate the second one 
however you Tike. (If you have a gold—evel stun gun. 
which gives you five shots. feel free to zap the sec— 
ond one. too. Just leave a couple charges for later.) 
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Now Dorland snaps out of his dazed state 
and starts walking toward you again. Aim carefully 
and hit him with another voice attack. 


Once again 
Dorland is 
dazed. Ignore 
= him as an Oro 
baller appears. 
Kill the baller; 
either zap him 
_ with the stun 

gun and then 
quickly finish him, or throw a weapon at his head to 
start a raging bull kill. 


Once this baller falls, a second appears. Again, kill 
him however you like; we recommend using the stun 
gun to make the kill extremely easy. 


Dorland 
wakes up when 
the second baller 
falls. Now hit him 
with a third and 
final voice attack. 


Once you hit 
Dorland with the 
final voice attack, 
he suddenly rushes in and grapples with you. You 
must now follow the onscreen prompts carefully and 
quickly, pressing the attack buttons in the exact order 
you’re told to. (if you fail to hit the proper buttons 
quickly enough, Dorland produces a gun and kills you.) 


You must wait for each onscreen prompt before 
you can press the button; you can’t anticipate button 
presses and get ahead of the prompts. But it does help 
to know ahead of time what order you must press 
buttons in. Your attacks should happen in this order: 


e Right attack, left attack, right attack 
e (Slight pause as Dorland tries to spin free) 
e Right attack, left attack, right attack 


e Rapidly tap both attack buttons to defeat Dorland 
with a final, lethal voice attack 


And that’s it. Now it’s time to kick back, watch 
the closing movie, and speculate on all that has hap- 
pened. It’s been a long, strange trip: Congratulations 
on completing it! 
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_FPS mode allows you to replay the game as if it were a 
typical first-person shooter (FPS). You start each mission 
equipped with a gun. Furthermore, this gun has unlimited | 
ammo. And all other guns that you encounter throughout {f 
the mission have unlimited ammo as well. 


Now consider trying some multiplayer action, or start 
a new single-player game and give the newly unlocked 
FPS mode a spin. 


: e To compensate for the big advantage of extra guns and ~ : | 
oe = = unlimited ammo, your enemies are somewhat tougher in l 
FPS. Mode | FPS mode. aa i 


Your final upgrade is not actually an upgrade—it’s a new In a nutshell, FPS allows you to replay the game with 


geome mode. a completely different approach. Go ahead and try it: 

To play in FPS mode, start a new single-player game. | you'll enjoy gunning down hordes of enemies that you 
When you're prompted to choose a game difficulty, you'll | previously had to beat down with fists, baseball bats, and f 
see anew option: FPS mode. Select that. wooden planks. 


Whereas Condemned: Criminal Origins was strictly a single-player affair. Condemned 2: Bloodshot 
has added a robust. gfitty multiplayer mode. Like ‘the single-player game. Condemned mutti— i 
player emphasizes quick. brutal combat: the weapons are crude but effective, the settings are 

grim. and ithe stakes are high. 


Experience is the best teacher for any multiplayer | MA wf tip lay er to mMm bat VAS 

game; unlike for single-player, we can’t tell you in | z 
advance where your enemies will be or what they will | S4 y 3 { e -P laye C to mM bat 
do. But we can arm you with knowledge and valuable | g 
advice, and make your learning curve a lot less steep. i 

oe . First of all, let’s 
get one thing 
straight: playing 
| the single- i 
_ player game will 
absolutely help 
you succeed in 
multiplayer. You’ll é 
learn the con- 
trols, gain valu- 
able experience with weapons and combos, and absorb a f 


Multiplayer Acknowledgments 
The following people provided information and tips that 
were used in this chapter. Thanks for all the valuable advice! 


Morgan Condict  CayleGeorge Marylena LeBlanc Greg Raab 
Cory Davis Jonathan Green Aaron Leiby Tarl Raney 


Jeremy Ernst John Holderman Ryan Lopez Joel Tippett 


Will Francisco Jack Kern Josh Morton Ming Xia 
basic sense of how fighting in Condemned 2: Bloodshot 
works. However, while multiplayer combat is mostly iden- 
| tical to single-player, there are significant differences. 


MAgganre m Actuen: The Kick f 
One of the most noteworthy changes in multiplayer is 
the absence of the kick. 


If you read the previous chapters, you know we í 
really like the kick attack in single-player mode. All that 
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changes in multiplayer; if you got used to using the kick | 
in single-player mode, you’ll have to retrain yourself | 
not to use it here. Pressing the kick button results in no | 
action at all in multiplayer. | 

i 


thain Attacks Are History | 


Also missing are chain attacks. Since you needed to 


Combos Are Different 


watch for the chain attack icon before using these | While the multiplayer combo system works identically 
attacks in single-player, and since that icon never | to that of single-player (refer back to the “Single-Player 
appears in multiplayer, it shouldn’t be too hard to break | Combat” chapter if you have questions about the combo 
yourself of the chain attack habit. | system), the combos themselves are somewhat different. 


Understanding-the Combo Table 
This legend explains the columns in the combo table: 
. Combo Name: Name of the combo. 


_ + Combo Type: Type of combo. Standard combos are initiated by standard strikes or hooks and result in a damage 
multiplier on the last strike. Sprint combos are similar, but are initiated by sprint attacks. Special combos are 
started in special ways (like with a parry or with a strike to the target’s back) or produce special effects (like 
a knockdown). 


+ Attack Sequence: The sequence of attacks that causes the combo. “Left” means a standard left-handed attack; 
“right” means a standard right-handed attack; “either” means a standard attack from either hand; “hook” means 
a hook from either hand, unless we specify “left hook” or “right hook.” 


+ Multiplier: The damage multiplier added to the final attack of the combo. Usually, this is the payoff: it’s the 
reason why you're doing the combo in the first place. 


+ Notes: Any special notes or advice on performing the combo goes here. If the combo can only be performed with 
a weapon or with bare hands, that information appears here as well. 


Multiplayer Combos 


: Left, right, either or right, 


Snake Fist : Standard iem enhe 


uthpaw 


Standard 
tandard 
Standard 


Liver Punch Left, Left hook, either : Fists only 


Right, right hook, ei 


Undertaker 


Freight Train 


: Either, either, either or either, 
: hook, hook 


Prison Bitch : Special : Must be started from behind opponent. 
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- The process of 
stunning and 
finishing off 
enemies is dif- 
ferent in multi- 

_ player than in 
single-player. 
Here are the key 
differences. 


First, you can’t stun an enemy in multiplayer. So, 
while hitting a bad guy in the head with a thrown 
weapon is quite damaging, it won’t produce the stun 
result seen in single-player. 


Second, while mostly dead enemies in multiplayer 
sometimes enter the defeated state (drop to their knees, 
helpless), you can’t grab them in a headlock and then 
decide what to do with them, as you would in single- 
player. Instead, your two options are to hit them again 
for the instant kill, or to press both attack buttons to 
perform a random finishing move. (Environmental kills 
are therefore not a part of multiplayer.) Finishing moves 
are tallied in your final score, and they are worth more 
points than an instant kill, if you can pull them off. 


FIP 
4 Tf you leave a stunned opponent alone for Tong 


F enough. he of she wif recover. This happens more 

E often that you might think—say. when you're about 
| to finish someone off but suddenly get attacked by 

| different enemy. That's why ‘it’s ‘important to Kill as 
© quickly as possible. 


Damase Works Differently 


Multiplayer introduces some significant differences in 
how damage works. 


In single-player, a basic strike deals the same 
amount of damage as a hook or a sprint attack. There- 
fore, the main reason to use hooks or sprint attacks in 
single-player would be to set up combos (in the case of 
both hooks or sprint attacks) or to close the gap and get 
in a really fast strike (only with sprint attacks). 
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In multiplayer, however, there’s a damage differ- 
ence between those strike types. Hooks deal about 40 
percent more damage than standard attacks, and sprint 
attacks deal about 30 percent more damage than stan- 
dard attacks. This makes hooks and sprint attacks more f 
appealing in multiplayer than in single-player. 


NOTE 


Multiplayer also gives a damage bonus when you 


hit an enemy from behind. The bonus ‘is about 25 
percent extra damage. 


Another difference: in single-player, there’s no par- 
ticular damage bonus associated with hitting an enemy 
in the head with a fist or melee weapon. In multiplayer, f 
you get a 50 percent damage bonus for head hits with 
anything: fists, melee weapons, thrown weapons, or 
even gunshots. That’s right: Head 
hits with gunshots deal 50 percent 
more damage than body shots, but 
they do not score instant kills as 
they would in single-player. 


Finally, note that thrown 
weapons deal more damage 
overall in multiplayer than 
in single-player. This is to 
compensate for the fact 
that they don’t stun or 
incapacitate the enemy, as 
they would in the single- 
player game. 


Check out the 
table for a review of 
this information. 


“Damage Differences: Single- | 
Player vs. Multiplayer | Game Medes & Settines 


Condemned 


strike from : No bonus : 25% damage bonus | 2: Bloodshot 


Behind 


features four 
main multiplayer 


Hook Attack 


: No bonus 40% damage bonus modes. Each has 
ono — | its own rules and 
Head with Fists : No nus objectives. 
or Melee a Se 
Hit Enemy's : Stunned enemy È zno 
Head with : (but no damage : pee Ao maga Ponu: 


Thrown Weapon : bonus) ; E cot 


Hit Enemy's : : - NOTE 

BodyorLimbs : m ose : More damage than i : 

one : strike (usually) yes (iaualiy) ie Within each mode. the host (the player setting up 

mea as s | the game) can further tweak the experience by 

H Wi Ges : Instant kill : 50% damage bonus E adjusting various settings. Pay close attention to 

eee : oe : Sprint attack, sprint | @ ble settings! Knowing wal was selected can make 
g per : attack, either ime the difference between success and faifure. 

Raging Bull : Sprint EE ES 


: either, either | 
| Modes 


Each multiplayer mode can support up to eight players. 


: Parry, either, 
: either, either 


Block Counter : Special 


: ‘ : 1 : Either, either, either or 
Prison Bitch  : Special either hook, hook The multiplayer modes are: 
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i EE O EAI ANA NEN ee Te Deathmatch: Classic multiplayer mayhem. Kill every- 
NOTE = | one in sight! The first player to reach the kill limit (or 


$ have the highest kill count when time expires) wins. 
In bum rush mode. bums are fragile enough that any 


gunshot to any location tends to be lethal—so when 1 
playing as SCU ‘in bum rush mode. just concentrate 


Team Deathmatch: Splits players into two teams, who 
then fight it out. The winning team is the one with the 
highest number of kills. 


ms | = on body shots. | 
= | Bum Rush: Pits SCU agents vs. Influenced bums. 
| The SCU agents want to hold out as long as possible, 
ta Cy Two WeaRrong | scoring kills in the process. The Influenced want to 
i kill the SCU agents quickly. The round ends when all 
ma | In the single-player game you can only carry one | SCU agents have fallen. (See the “Bum Rush Tips & 
weapon at a time. That changes when you receive the | Strategies” section for more detail on how the game is 
holster upgrade—but even then, you can place only a played and scored.) 
firearm in the holster (no melee weapons allowed). 
| Crime Scene: Once again pits Influenced vs. SCU 
=. | In multiplayer games you can carry two weapons at | agents. This time, the Influenced are trying to hide 
any given time (one in your hands and one holstered). | two cases of incriminating evidence; the agents are 
Furthermore, unlike in single-player, you can holster | trying to find those cases with their scanners. The 
any weapon. So you could, for example, hold an axe and | agents win if they discover both cases before time 


expires; the Influenced win if they prevent the SCU 

The ability to carry extra stuff is especially great if from making those discoveries. (See the “Crime Scene 
you like to throw weapons: you can throw your weapon Tips & Strategies” section for more detail on how the 
and still have one in reserve. | game is played and scored.) 


ma. | holster a sword, or carry a gun and holster a brick. 
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Again, check out the strategy sections later in this 
chapter for more info on what makes each mode unique. 


| 

| 

Mode Differences: Knew Em Game Settings 

The four “Tips oe | (and How They Affect You) 
| 


& Strategies” 
sections in this 
chapter tell you 
exactly what 
makes each 
game mode 
unique. Game 
mode differences 
go beyond the 
rules, affect- 

ing things like which weapons you can select and even 
the relative strength of Influenced vs. SCU agents. It’s 
crucial to know these differences and play accordingly. 


Max Players 


Time Limit 


Start Match’ 


For example: 


¢ In standard deathmatch, remember that everyone’s 
an opportunist. Getting into a long hand-to-hand 
fight out in an open area may not be ideal; that’s 
because everyone can see you, and the longer you 
fight, the more likely someone will come up from 
behind and level you with a sledgehammer. Instead, 
stick to the shadows and attack targets in low-traffic 
areas. Or better yet, be an opportunist yourself; 
seek out (and pick on) opponents who are busy 
fighting each other instead of worrying about you. 


Here are the major game settings. All of these are 
tweaked by the host, and all have serious effects on the 
game. Be sure you look at the settings before you play, 
as small details can make or break your chances of 
victory. 


Map: The map you play on. Get as familiar with each 
map as possible. Knowing how everything fits together, 
and where the good weapons are, often determines 


¢ In team deathmatch, don’t get so sucked into a who wins the game. 


killing frenzy that you forget about your teammates. 
Numbers almost always win fights—even if the side 
with more people lacks skill! Stick near your team- 
mates, and let them help you. Don’t be the guy who 
keeps wandering into one-on-four fights and wonders 
why he’s doing so badly. 


Max Players: Larger games feature more brawls and 
frantic action. Smaller games are conducive to hiding 
and sneak attacks. Know which one to expect. 


Private Slots: Determines how many player slots are 
reserved for the host’s friends. Watch out for games 
where the host has reserved three slots for his or her 
buddies and allowed four strangers to join the opposite 
team. The team consisting of the host and friends is 
likely to be well-organized, because those four all know 
each other (and likely play together often). The “open” f 
team, on the other hand, will probably consist of 
strangers, who will not know each other’s styles and 

will therefore be at a disadvantage. 


Time Limit: Determines how long the game lasts, f 
if no other winning conditions (like score limit) 

are reached. Watch out for very short time limits; 

if you claim an early lead in very time-limited 

games, you may want to get conservative. If you fall f 
behind, on the other hand, you’ll need to go on the 
offensive quickly. 


Bum rush features very durable SCU agents who 
start each game with extremely potent guns. 
Remember this! If you approach bum rush as if it 
were a deathmatch, you’re likely to charge right into 
an SCU agent’s field of view—only to remember that 
he’s got a fully loaded assault rifle. Meanwhile, you 
started out with...a brick. You can guess how this 
will end. 


Crime scene is equally about discovering (or hiding) 
cases and staying alive. If you forget about one, 
you'll fail the other. If you forget yourself and treat 
this game like a deathmatch, you might do OK—or 
you might leave your cases unprotected and lose the 
game before you even get into a real fight. 


Rounds: Decides how many rounds you'll play. Hach 
round is like a mini-game; scores are preserved f 
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between rounds, so you can see the overall winner 
when all rounds are complete. Some game types, like 
bum rush, really should be played for several rounds. 
That way everyone gets a shot at playing both sides 
CSCU or Influenced). 


Score Limit: The number of kills a team or player 
needs to win in team or regular deathmatch. Be aware 
of this number at all times. If you’re near the limit, 
get extra-aggressive and try to score those last few 
kills quickly. 


Team Selection: If enabled, this allows players to shift 
from one team to the other. This should be enabled for 
a friendly game but disabled if players aren’t forming 
suitable teams on their own. 


Auto-Balance: If enabled, this lets the computer move 
players around to try to create even teams. The down- 
side is that friends and teams may be broken up when 
the computer makes those moves; the upside is that 
the games tend to be fairer. 


Deathmatch Tips 
2 Stratesies 


Deathmatch is the easiest mode to understand. It’s 
combat in its purest form: no allies and no objectives 
other than scoring kills. The primary strategy for death- 
match, therefore, is to hone your combat technique. 


Lengider Sneak Attacks 


Constantly hiding can make you unpopular, but rushing 
headlong into every battle makes you extremely 
obvious. It’s best to strike a balance between the two 
extremes. 


Learn the maps and notice the dark spots. A player 
who’s actively looking for you probably won’t miss you 


in the dark, but you can remain unnoticed by distracted 
opponents, or opponents who didn’t notice you earlier 
when you were in a well-lighted area. If someone runs 
past you while you’re in the shadows, take that oppor- 
tunity to run after them. When you catch up, unload a 
sprint attack into their back to score heavy damage. 


Conversely, whenever you pass by an area that’s 
suited to sneak attacks, be extra-aware, and be sure to 
look into the little nooks and crannies where players 
tend to hide. 


Throw Weapons 


Just as in the 
single-player 
game, thrown 
weapons can 
be difference- 
makers in 
multiplayer. 
It’s tempting to 
hold onto your 
weapon so you 
can continue 

to use it in combat—but in many cases, the extra range 
and damage of a good thrown attack make more sense. 


Once you do throw your weapon, look for opportuni- 
ties to get it back (or grab a different one). But don’t be 
too eager. If the enemy sees that you’re focusing more 
on picking up a weapon than defending yourself, you 
become an easy kill. 


Lead YR on Weapons 


Weapons provide 
options. Fists are 
OK weapons, but 
you can almost 
always do better. 
Grab something 
that inflicts more 
damage, and your 
kill count will go 
up rapidly. 


If nothing else, you can throw the weapon as a 
powerful opening gambit. If you enter a fight barehanded 
you lose that option. 


Similarly, don’t run blindly into battle after respawning. 
Know the map and know where the weapons are; go get 
one of your favorites before getting back into the fray. 
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The Power of Molotovs 


DEVELOPER TIP 


| Molotov cocktails can be extremely powerful if used 

| properly. They have an area of effect so you can q 
> Tight up multiple enemies. and ‘if your opponents don't 

| pat themselves out. they're sure to burn to death. 


Molotov cock- 
tails are 
among the best 
weapons in 

_ the game. Toss 
| them and they 
explode in a 
fiery burst, 
damaging every- 
one within a 
wide radius. A 
burning opponent can try to pat out the flames by repeat- | 
edly tapping an attack button—but often this won’t be 
enough to survive. 


: Burriing enemies take damage over time and suffer | 
om ‘injpdired vision. Press your advantage and beat 
them down before the flames go out! They Tl have a g 

| hard time keeping track of you while they're on fire. g 


Look for opportunities to hurt more than one enemy 
at a time with Molotovs. The best situation is a multiple- 

player fight: just toss the Molotov into the middle of the | 
fracas to (hopefully) score some cheap kills, then follow | 
it up by dashing in and landing a sprint attack on any | 
survivors. With any luck you’ll amass serious points. 


FIP 
You can definitely hurt yourself with a Molotov. so 
stand back when you throw ‘it. 
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Weapon Selection 


What sort of weapon do you want? This may sound like a 
cop-out, but it really does boil down to personal prefer- 
ence. Some weapons will feel better than others to differ- 
ent players. 


Still, there are a few guidelines. If you’re a button- 
mashing, low-skill player who likes to charge in and 
finish things with a couple of hits, then a big, heavy 
weapon like a sledgehammer may be your best bet. You 
can score massive damage on unwary or otherwise- 
occupied foes, and will score lots of lucky kills. However, 
expect to have serious trouble when facing skilled 
enemies with lighter, faster weapons. 


On the other hand, if you’re a good blocker and 
counter-attacker, you can take a faster weapon (like an 
electric conduit) and get a lot of mileage out of parrying 
and counterattacking. 


If you’re good at combos, you may want to go with 
fast or long-reach weapons. Speed lets you get your hits 
in quickly (which is essential for combos), and reach lets 
you hit from greater distance. 


But again, if you’re not a big combo user, you should 
gravitate toward the big, clubbing weapons that can put 
a big hurt on the enemy with single strikes. 


Test each weapon and see which ones feel right 
for you. 


m | Run! 


Sprinting makes it hard for enemies to home in on you. | > > 
It also lets you surprise your opponents, as you can pop | Stich Close to A (hes 


up behind them or suddenly appear in front of them. 
But you also want to conserve some stamina, so that 
you can run or block if an opportunity arises. A good 
compromise is to quickly alternate between sprinting 
and moving normally. This allows you to move faster 
than the default movement rate without completely 
draining your stamina. 


The main times not to consider running are when 
you’re sneaking around in the shadows, or when you’re 
in a good spot and want to stay there. 


Master the Blech & Parry | 


The block-and- 
parry strategy 
is truly the key 
to deathmatch— 


This is the simplest, and best, advice you can get for 
| team deathmatch. The more allies in the area, the safer 
you are. With allies nearby: 


and to some | 

degree, the | e You are less likely to be outnumbered. 

CREF ama | ¢ You are more likely to outnumber the enemy 

Loa as WEN, | (and therefore get a chance to attack someone 

Mgnt ER | who’s distracted). 

sively; if you i ; i i 

can make the | e You can be saved by teammates if you get into a 

other guy strike first, you can parry that strike and | tight spot. 

turn the entire fight to your advantage. Fights are | 

rarely won by striking immediately in a toe-to-toe battle. | If you do go into a fight solo, be sure that you’re 
Combine front-to-back movement with your block- | fighting another solo enemy. If not, the best course of 

ing. One good technique is to stand just out of weapon | action may be to throw something at the bad guys and 


range most of the time. Then move slightly ahead each then run. If nothing else, you may find some friends who 


i 

time you swing, to ensure that your strike will land. If it | Can help you out. 

looks like your strike is going to get blocked or parried, | 

immediately start backing up. If you do this right, you’ll | O 

avoid the enemy’s counterattack. Use the Mar to Limit Attackers 


If you’re outnumbered and running isn’t an option, try 
| to get into a corner or a dead end. If you choose your 
Te am D eathmatch | spot well, you can prevent enemies from attacking from 
| the side or rear. This way, even if several opponents are 


Ta RS & Stra tes es | trying to get you, only one of them can effectively attack 
you at a time. This gives you a fighting chance. 


Team deathmatch is very similar to regular deathmatch, — 
with the big exception that not everyone is a target. | i a S i 

| 2 na 
Therefore, most strategies suited to deathmatch work i Vse the F lash 1 ght Ravn aly 


here as well. In the single-player game, the flashlight is an invaluable 


i 

| tool. It helps you navigate dark areas, and since most of 
| your enemies know exactly where you are ahead of time, 
there’s little reason to turn it off. 
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inflicting damage on the agents, even if they don’t 
score the actual kill—though kills provide the most 
points. 

Multiplayer is a different story. Regardless of the 
game mode, it makes sense to use the flashlight only 
when necessary, as it can give your position away well 
before enemies actually see you. 


TIP 
Gather your allies together. set an ambush. and | 
then have one player wave a flashtight around. | 


The player with the flashlight serves as bdit. 
luring opponents ‘into your trap. 


The Shovel Developer Favorite 


Testers and 
' game develop- 
ers alike profess 
a great love 
' for the shovel. 


¢ The round ends when all SCU agents are dead. 
Players may then be reshuffled into different roles 
for the next round (i.e., a player who was Influenced 
last round could be an SCU agent this round). This a 
continues until the round limit is hit, at which time 
That’s right: | the player with the high score wins. 


| Despite all the ¢ Though SCU agents and Influenced are on opposing 
< more-obvious sides, this is not technically a team game, as every- a 
weapons in the | one has an individual score. Therefore, while it’s 
game (swords, | counterproductive to harm your fellow agents or 
baseball bats, | bums, you should do your best to succeed individu- 
axes), it’s the shovel that’s mentioned most when you | ally, as only one player wins in the end. £ 
SER RORE ENYA ROONE vroin Pro Ten | ¢ Though usually outnumbered, SCU agents are super- 
Cited reasons for this affection? Great damage and | durable in this game mode. They also have great 
reach, as well as cool look and feel, and even the sound | weapons (usually assault rifles, though they can 
it makes when you score a hit. | pick riot guns instead). This allows them to survive £ 


You heard it here first: if you want to be like the awhile, even against overwhelming odds. 


testers and game developers, drop whatever you’re i 
wielding and go right for the shovel! | a 


SEU Agents: 
Look for ore» Areas 


SCU agents should stick to open areas as much as 
possible. This is where their guns have the most f 
advantage. The worst thing an SCU agent can do is get 

into a tight, enclosed spot where a gun is less useful 

than the enemy’s makeshift weapons, and where a bunch f 


Bum Rush Tips 2 Stratesies 


Bum rush pits SCU agents against Influenced bums. The 
rules are as follows: 


e Players are split into an SCU side and an of Influenced can pin him or her down. 


Influenced side. 


¢ SCU agents’ job is to survive as long as possible. They | FIP 
get most of their points simply by surviving; the | a 
longer they live, the more points they get. They do, | Open spots on high ground are the very best places 
however, get modest point bonuses for scoring kills. | for SCU agents. as they give a commanding view of 
f 
e Influenced bums’ job is to kill SCU agents. The faster | the area. 


they do this, the better. Bums get points just for | 
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Influenced: 
Mate the Mefotovs Count 


Molotov cocktails are arguably the best weapons 
available to the Influenced in this game mode—at least 
until an agent falls and a gun comes up for grabs. 


As an Influenced bum, grab the Molotovs quickly, and 
take care not to waste them. Once you’ve hit and set fire 
to an agent, you can bet that the restricted field of view 
Cand the constant damage from the flames) will hinder 
the agent’s ability to fight. That’s why it’s best to charge 
in and follow up the Molotov with a beatdown from your 
fists (or any handy melee weapon lying in the area). 


SEU Agents: 
Take the Mefetevs First 


If you’re an SCU agent and you happen to find a 
Molotov, go ahead and pick it up. (Remember that in 
multiplayer you can carry two weapons, so you don’t 
have to discard your gun to collect a Molotov.) 


With the Molotov in hand, you’re playing from a 
position of power. You can lob it into a group of Influ- 
enced to buy yourself time (and possibly score multiple 
kills), put it away for later, or just throw it at a wall so 
the Influenced can’t use it. Simply by picking it up, you 
have taken away one of the Influenced’s best tools! 


Influenced: Play It Sneaky 


Since SCU agents are so much stronger right from the 
get-go, the Influenced really have to play this game like 
a guerilla war. Hide in the shadows; use cover as much 
as possible; try for surprise attacks whenever you can. 
Those SCU guns will tear you up like tissue paper if 
you wander into full view, so to be crafty and use every 
piece of terrain. 


PDEVELOPER TIP gy 


In bum rush mode. there are locations ‘in s 
“the maps where you can watch the agents from 
above and drop ‘in Fight behind them. If they don't 
‘see you coming. this can give you the edg 2 


If an SCU agent sees you from a distance it’s almost 
always suicide to close the gap. Even if you zigzag as you 
run, you’re giving the agent too much time to aim and 
fire. Duck back into cover instead, and try to approach 
the agent a different way. The best attack is one where 
the agent can’t see you until you’re right there. 


lnflwenced: Throw Bricks & Run 


Bricks belong to a very select category: they are 
weapons that deal substantially more damage when 
thrown than when used as a melee weapon. 


Add the fact that many levels contain brick piles 
(which produce an infinite supply of bricks), and you can 
see why bricks are a great choice for a throwing weapon 
(second only to Molotovs). 


As an Influenced playing bum rush, you could defi- 
nitely do worse than to grab a pair of bricks, throw them 
at the SCU, and then run back into the shadows to grab 
more bricks. 
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e Once a case is visually located, the agents must scan a 
that case for a short time in order to “score” it. It is 
not enough to simply be looking at the case.) 


e If the Influenced completely kill off the SCU agents, 


rime Scene | : 
> & > ' they win the round outright (since nobody is left to 
Th RS S tra te Sh es discover the cases). 


If the SCU kill all the Influenced, on the other hand, 

they don’t win outright, since they still need to scan 
those cases. But since it’s usually a trivial matter to £ 
find the cases when no bums are left, they usually 

win shortly thereafter. 


e Influenced can select scan disruptors as starting 
weapons. When thrown down, these items disrupt £ 
all SCU scanners in the area (causing them to 
show static). 


Sty Stay Clese-but Net 
Teo Llese 


SCU players 
should stick 
together, but 


Crime scene is another of Condemned &: Bloodshot’s 
unique game modes. Its rules are as follows: 


¢ Players are split into an SCU team and an only to a certain 
Influenced team. extent. Avoid 
bunching up into 


a tight knot. 

If you do pack 
in too close, a 
Molotov is likely 
to set several of 
you alight at once—and that can mean disaster. 


It takes some practice and experience to learn how 


° The Influenced start out with two evidence cases, far to Pay from your team. Don’t expect to get it right 
which they can either pick up and carry or drop every time—but do try to stay at e perfect range, 
E at any location. Their task is to prevent the SCU B ety a ee E E t 
i i agents from finding these cases. If time runs out suffer a multiple Molotov hit. a 
| i before both cases are discovered, the Influenced win 
1 the round. ' $ P 
i y , ` - n 3" 
e SCU agents are trying to find the cases. If they fluenced D ecide 7 ð la f 
discover both, the round is a victory for them. As the Influenced team, you should communicate and 


e SCU agents are equipped with decide upon a plan. You have a few good options. 
scanners. When they bring 
out these scanners, they can 
see two sets of colored bars. 
Each set of bars represents 
the agent’s proximity to a 
case. As the agent approaches 
a case, the colored bars 
corresponding to that case 
increase. As the agent moves 


One option is to have an Influenced team member 
carry a case around, trying to avoid the agents. This £ 
keeps the case moving and baffles scanning efforts. i 
Of course, the Influenced player is vulnerable while 
carrying the case, so it’s necessary to hide skillfully or 
be protected by other Influenced. a 


Another strategy is to drop the cases and go into 
all-out combat mode. With this strategy, you’re trying 
farther from the case, the to ambush the agents and kill them outright. The cases 
| bars go away. are secondary; you just make sure you attack the agents a 
| before they get much alone time with the cases. 
: 
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If you decide to drop the cases, you have even more 
options. You can set up your ambush somewhere away 
from the cases, or you can hide nearby and use the 
cases as bait, daring the agents to bring out their scan- 
ners (and thus make themselves vulnerable). 


Sey: Play It Cee with 
the Scanners 


A scanning agent is vulnerable because the scanner 
has to be put away before a weapon is drawn. Usually 
this means the agent’s dead if discovered by an 
Influenced bum. 


Coordinate your team. At most, have one agent scan- 
ning at any given time, while everyone else protects 
that player. Or, have nobody scan at first; just hunt 

for Influenced for a while. Then, once you’ve whittled 
down the enemy’s numbers, start scanning. Even then, 
not everyone should scan. Make sure there are armed 
agents nearby to defend the scanning agents. 


Influenced: Stay Flexible 


As the Influenced, you have the luxury of hiding two 
cases. That means you don’t have to make a stand if 
the agents find your first case. Look at every situation 
and decide whether it’s ripe for an ambush. If the SCU 
is doing everything right and you don’t see much of an 
opportunity, retreat to a different spot and try your luck 
there. That’s better than charging into a bad situation 
and dying in a hail of gunfire. 


FIP 
[he exception to this rule: ‘if the SCU agents have 
discovered your final case and are about to scan ‘it. 
you don't have much chdice but to attack. Wait until 
at least one agent ‘is scanrling. ‘though; that’s one 
fewer agent who can ‘immediately fight back. 


| In chime scene mode. using the evidence as bai 
| one of your best tactics. Place the evidence ‘in bia 
oe > ‘then wait for the a g SCU agert 


E a ae an easy y E. 


Both Sides: 
Be Aware of Scan Digrupters 


At least some Influenced should grab scan disruptors and 
throw them down to mess up agents’ scanners. Consider 
placing them near cases (the obvious approach). But 
also consider placing them far from the cases, which can 
trick agents into thinking the case must be nearby. 


Place the disruptors in spots where they’re hard to 
see, aS agents can destroy them with their weapons. 


Agents, on the other hand, need to keep their eyes 
peeled. If they see a scan disruptor, it is a simple matter 
of shooting or smashing it, then resuming the search. 


DEVELOPER TIP 


= Your flashtight can be extremely useful ‘in exposing 


| hidden eneniies and locating the evidence ‘in chime 
F scene mode. But watch out! It will also reveal your 
own position! 
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Both Sides: Communicate 


Crime scene is the game mode that most demands com- 
munication. The other modes can benefit greatly from 
good team communication, but here talking is essential. 
If you don’t know where your team is going or what it’s 
doing, you’ll stand no chance at all against an organized 
team with a coherent plan. 


Talk to your teammates and get the important stuff 
squared away. If you’re SCU, decide who Gf anyone) is 
scanning and who’s guarding the scanner. As the Influ- 
enced, figure out where the cases are going and where 
to set up the ambush. 


Keep talking as the game progresses. Call out enemy 
positions; this is essential so that everyone has as much 
knowledge of the battlefield as possible. 


Keep up the chatter, and you’ll find that your crime 
scene success improves dramatically. 
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There’s no substitute for firsthand experience with each 
multiplayer map. Knowing where the weapons are, and 


where the best ambush points are, can make all the f 
difference in the world. 


Consider this section a brief introduction to each 
map. These notes will help you get started and show you 
what to look for; then it’s up to you to explore the level É 
and develop complete familiarity with it. 


Barse a 


This deceptively spacious map is set atop a cargo barge. 
CYou’ll recognize it from Mission 10 of the single-player 
game.) The boat’s flat top is littered with giant cargo 
containers; this turns what would otherwise be a boring 
expanse into something of a maze. In addition to the 
natural paths formed by the containers, a couple of the 
containers are open-ended, effectively making them into 
tunnels that provide alternative paths. 


The rear section of the ship features a semi- 


enclosed space where you can engage in close-quarters 
fighting or grab either a Molotov cocktail or fire axe. 

There are several paths from this area to the bow of f 
the ship; one leads through an open container with a 
sledgehammer inside. 


The ship’s bow features a tangle of containers and 
a pair of ramps, one of which has another Molotov at 
the top. If you have a gun or a thrown weapon, it can 
be useful to climb up one of those ramps and look down. 
You’ll have a great shot at anyone approaching from 
most angles. Just be sure nobody has come up 
the ramp behind you. 


The best places for close-quarters action are the bow 
and aft, where tangled containers and enclosed corridors, 
=. | respectively, keep the action tight. The sight lines are 
much better along the middle of the ship—especially 
along the port and starboard edges, where you can see 
clear from one end of the ship to the other. These are 
ma | great places for gun-wielding SCU agents to roam in 


games of bum rush. 


Bricks lie scattered around the ship at various points; 
these can be useful given the semi-open nature of the 
level. Just try not to lob them from too far back, as the big 
expanse of deck gives opponents lots of room to dodge. 


Burrbach Alley 


This small but intricate level is a bit like a figure 
eight. At one end of the eight is a high, square court- 
yard bordered by brick walls and the back end of a 
truck. At the other is a corresponding courtyard, this 
one lower but featuring a couple of paths leading up 

= one by stairs, one by a pile of trash that leads up some 
angled planks). 


Connecting these two courtyards are an alley on one 
side and a building on the other. The building features 
both a high and a low path, each with its own merits: 
the high path is the most direct way between the two 
courtyards, and it leads to a nice overlook of the lower 
courtyard (presenting opportunities to drop down on 
targets). The low path is darker and contains a couple of 
shadowy niches, perfect for ambushes. 


The king of weapons may be the shovel near a bench 
in the lower section of the building, but other big-hitters 
abound. These include a drive shaft under the stairs in 
the low courtyard, a baseball bat propped up next to 
the truck in the high courtyard, and a pipe lever near 
the shovel. 


Fans of light weapons can grab electric conduits from 
a couple locations, and thrown weapons are represented 
by brick piles in either courtyard and a lone Molotov in 
the building’s upper level. 


The key to this level is constant motion. If you do 
want to pause (to hide or drop down on someone), 
try the lower section of the building or the side of the 
walkway overlooking the lower courtyard. Even then, be 
constantly aware and respond to anyone who spots you. 


Keep moving and look for opportunities to quickly 
blindside the enemy. Never let down your guard, and run 
as much as possible, and you’ll have plenty of opportunities. 
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Battles in this level are fierce and fast-paced. If 
you have a gun, stick to the well-lighted area near the 
tipped-over settling tank; if you want to hide, stick to the 
shadows beneath the overhang. Be aware of the upper 
floor at all times, as someone could drop down (or throw 
a Molotov) at any minute. 


This small, taut factory floor is lifted straight from Fa CM H euse 


Mission 4 of the single-player game. 


| It’s bloody mayhem with a rural twist! Unlike most mul- g 
| tiplayer levels, which incorporate pieces of Condemned 8: 
Bloodshot single-player levels, this one is a replica of the 
creepy farmhouse from the original Condemned. 


This is a two-tiered level; the bottom, the factory 
floor, is where most of the action happens. The top floor | 
consists of a couple sections of walkway and hallway. | 
Since there’s no way of getting from the bottom to the | 
top, players who spawn up top invariably grab a weapon | 
from up there and then drop to the bottom. Players on | corridors, it manages to be a big level that feels tight 

| 
| 


This level is big, especially compared to most of the f 
other multiplayer levels. But thanks to all the twisting 


the bottom need to be aware of the couple spots where and claustrophobic. That’s an achievement in a level that 


people may be dropping down, and try to avoid getting encompasses no less than four floors (basement, main f 
caught unaware. | floor, second floor, attic) and a small outdoor area. 
There aren’t tons of weapons on this level, but there __ Since this is a big level, we’ll just hit the highlights. 


are a few good ones. Look for Molotovs both upstairs Gn 
a hallway) and downstairs (in the tipped-over settling 
tank). Also look for a drive shaft on a table downstairs 
and a sledgehammer leaning up against one of the tanks. 


The small outdoor area is significant because it gives 
access to both the basement and the attic (through a set f 
of wooden steps). Also, everyone’s favorite weapon, the 
shovel, is out here. 


The basement is filled with creepy spaces to lurk and 
hide. Don’t miss the area beneath the stairs; it’s always f 
great for ambushes. And don’t miss the fire axe attached 

to the wall near the outside exit. 
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The main floor’s main attraction may well be the 
kitchen, as it contains two brutal weapons: a cleaver and 


a Molotov. The living room has a taxidermy knife on the — - tt SE ei 
fireplace. And don’t miss another shovel propped up by Look for bricks and a Molotov on a wooden walkway; 
the front door. this walkway is a good spot for looking down on the level 


and spotting enemies. Another baseball bat rests near 


The second floor has some mean hiding places, some stairs leading up to this walkway. 


including a mostly enclosed closet. 


aama sennor ORE 
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Also be aware that new players may spawn on a 
nearby rooftop and then drop down to the action—take 
note of those spawn points. 


The attic is largely bare, though it does feature a 
spot where you can drop down into a second-floor room. 
This is great for ambushes; be very aware of that hole 
whenever you’re wandering the second floor. 


Haneever 


Like Burnback Alley, Hangover is another slice of urban 
squalor. You’ll recognize it immediately: it’s the alley 
where you started the single-player game, albeit with a 
few modifications. 


This is another small, tense level. Unlike Burnback 
Alley, which is roughly circular (and encourages a con- 
stant flow of running players), this place can largely 
be taken in by a single glance. It also has its share 

of dead ends—but those dead ends can pay off. Con- 
sider the dead end behind a green Dumpster; there’s a 
Molotov hidden back there. Also, check out the two sets 
of stairs leading down to dead ends: one of these has a 
baseball bat at the bottom. 
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incendiaries are gone, look for an oblivious player on the E 
lower level and drop behind him or her for an easy kill. 


When downstairs, stick to the darkened area 
beneath the upper level. It’s not dark enough to really 
hide you, but at least you’ll be safe from anyone drop- 
ping behind you. 


There’s nothing like a rustic hunting lodge to bring 
out the sportsman in all of us. And in this case, you’re 


hunting the deadliest game of all: man! Or, consider hiding in either of the two fireplaces. You 
i | The lodge is one big, open, vaguely L-shaped room. can duck in there and hide among the ashes, hoping that 
|| The lower level features comfortable decor, but with | someone will run past without noticing you. 
| some ominous touches. Note the sledgehammers lying Regardless, be sure to keep your guard up, and a 
|| against seemingly innocuous bookshelves and the fire | always assume that you’re being followed. In a level this 
“| axe on the desk. Or the Molotov cocktails, one of which small and open, there’s a good chance that someone is 
sits on the ledge of a massive stone fireplace. But the tracking your movements at all times. 
real attention-getters are the crossed broadswords hung f 


on various sections of darkened wall. Grab one of these 


exceptionally long, powerful weapons to maximize your S a o 
killing power. lauahte rneuse 


— 


This level is big and dark, highly suited to surprise 

attacks and ambushes. The darkness encourages 

you to use your flashlight—but other players will punish f 
you when they see its telltale beam. 


Like Doll Factory, this level features a stub of an 
1 upper floor that cannot be accessed from below, and 
which serves largely as a place for players to spawn 
and then drop down to the main killing floor. The upper 
floor provides a great view of much of the lower floor: 
| it’s perfect for hurling the Molotov that appears up here 
a down onto hapless ground-floor dwellers. After these 


This level defies easy description. There are lots of 
dark corridors and small rooms, and they all flow into 
one another in such a way that you'll be mystified at { 
first. The only solution is to play it. Over time you’ll 
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start to recognize certain places: sain ee where a 
couple of corridors join, the small outdoor area with the 
parked truck, and the spot where three doorways stand 
side by side. 


Once you’ve identified these spots, it’ll take a bit 
longer to figure out how they all fit together. Again, only 
time and play will make this clear. 


One saving grace: this is not a level with just a few 
choice weapons, so it’s not as if you’ll be incapable of 
finding a decent weapon, even if you do get lost. This 
place is positively littered with meat hooks and taxi- 
dermy knives; remember to look up frequently, as many 
of the hooks hang just above your head. 


A sledgehammer leans against a wall in the small 
outdoor area, but generally speaking, as long as you 
claim a taxidermy knife or meat hook, you’re in good 
shape. Then it’s simply a matter of losing yourself in the 
dark and twisting corridors, and hopefully getting the 
drop on someone else. 
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This level features a graffiti-tagged maze of cargo con- 
tainers. Like Slaughterhouse, this level can confuse new- 
comers because a lot of its areas look similar. However, 
since the level is very circular and the lighting is gener- 
ally better than that of Slaughterhouse, it shouldn’t take 
you as long to figure this one out. 


This roughly circular area borders a small, central 
lower level. There are three different ways to get down 
to this lower area, so it’s a dangerous place to stand. 
One benefit: it does have a metal baseball bat in a 
cargo container, which counts as one of the best melee 
weapons on the map. (Most of the melee weapons on this 
level are decidedly average: bent rebar, toilet seats, even 
a golf club.) 


Look for a Molotov cocktail near one of the entrances 
to the lower area. 


Be aware that there are spaces above certain ramps 
where opponents can hide. It’s very easy to drop in 
behind someone coming up from below and score a lethal 
attack before they even realize you’re there. Learn those 
spots and use them cor at least account for them when 
you’re exiting the lower area). ~ oe 
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Like some of the other large levels, this one takes 
some time to learn. Fortunately, each level contains at 
least one distinctive feature; this helps you to make 
sense of the level quicker than on some other maps. f 


This map is rife with hiding places: dead ends, par- 
tially sealed cargo containers, and even a ramp where 
you can climb up and watch people from above. Take 
extra care at all times, and visually check those spots 
every time you pass them. Better yet, get in one of 
those spots and take advantage of it. The map isn’t so much wide as it is deep, with levels 
piled on top of levels. Pay close attention to the various a 
stairs, ladders, and drop-downs, as learning those is 

V y d e re roun d | the key to mastering the level. Remember that this is 
a roughly circular level, so true dead ends are rare. 

There’s more than one way to get just about everywhere. a 


This big map encompasses a section of rail tracks, a 


| ledge overlooking it, and two levels beneath it. The levels f 
‘ice eae Weapons are spread pretty evenly throughout the 
| | level. Molotovs in particular are common, so grab one 
° The rail level is a rectangular section of track and be prepared to use it—in close quarters, if neces- 
with a stalled train on it. Alcoves at various spots | sary. Heavy-hitting melee weapons are rare, so common 
lead to small rooms with ladders and stairs, leading pipes and pieces of bent rebar are likely to be the best i 
up or down. you'll get. Prepare to do battle with whatever you find. 


¢ A small ledge overlooks the rail level. You can | 
walk out onto the train itself and then drop down | i 
on opponents. | 


e A basement level beneath the rails features a 
big generator. 


» A sub-basement is dominated by huge sewer pipes. ; 
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Here’s a quick reference to everything you 
can unlock or achieve in Condemned 2: 
Bloodshot. 


Ulects 


Certain scenarios and game modes are 
unlocked by completing single-player 


—PLAYER ACHIEVEMENT S 


Anger Management : : Complete 10 emotional responses. 


woe. a Beat Cop 
missions. (You can complete the missions z : ' — 
at any difficulty level to trigger these Big Game Hunter ; Take out 10 enemies with the antler 
: melee weapon. 
unlocks.) ri oh an : 
Can You Hear : Destroy all sonic emitters in the game. 
Me Now : : : 


Chain Gang : Successfully execute each attack chain 
: (Level 1, Level 2, and Level 3) at least 5 
: times. 


Mission 2 ; Riot Control scenario in Bloodshot 


| Chief Investigator : Complete all missions on Hard difficulty. : 


Fight Club 
Mission 3 ; Smoke ‘Em scenario in Bloodshot Decisive Restraint ; Don’t kill a single museum guardi 
; Fight Club ' Detective i : Complete a mission in FPS mode. 


Mission 4 : Deadly Day Care scenario in Blood- 


hot riane Chis Pini First Complete all missions in FPS mode. 
N wa Fight Club (All £ Complete Missions 2,3,4,6,and8to 
: 9 Unlocked) : unlock all Bloodshot Fight Club scenarios. : 
Mission8 : Lockdown scenario in Bloodshot : (This achievement is given when you i 
: Fight Club : unlock the last scenario.) 


Mission 11 : FPS mode (you can replay game Final Word : Perform an environmental finishing move. ; 


(Complete : with unlimited gun ammo and 


Successfully execute 25 environmental 


Game) — : improved aim) Finishing Moves T 
: : finishing moves. : 
Achieve me nts Flambé : Take out 10 enemies by smashing a bottle : 


: of alcohol on them, then using the stun 
: gun on them. (This sets them ablaze.) 


& Rewards 


Gold Badge : Get a gold award for every mission (at any : 
: difficulty level : 
The following Xbox Live Achievements can : ce: 
Goooaaallll : Take out 5 enemies with the foosball rod 


be unlocked in the Xbox 360 version of 
the game. In addition to providing Gamer- 
points, each Xbox Live Achievement also 
unlocks a unique piece of concept art. 
(Visit the Extras item on the main menu 
to check out your unlocked art.) 


: melee weapon 


Master Investigator : Earn the maximum number of investigator : 


: points for all forensic sequenc 


The PS3 version of the game does not 
feature Xbox Live Achievements, but it 
does keep track of these same accomplish- 
ments behind the scenes. You are not 
notified when you accomplish one of these 
feats while playing on the PS3—however, 
when you accomplish one of them, the 
appropriate piece of concept art is quietly 
unlocked as a reward. You may then view 
it, much as you would on the Xbox 360. 


Self Medicated Heal yourself for 1,000 points of health. 


: Complete all missions at any difficulty 
level. 


Trooper 
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Ala Mode 
BrickWall : Successfully block 5 enemy attacks. 


: Play 5 games in each multiplayer mode. 


Bum King : Survive a bum rush match without firing a ; 30 
: single shot (when playing as SCU); do this : 
: 5 times for the achievement. : 


Collector : Successfully collect the evidence (as SCU) : 25 
: 5 times in crime scene mode. : 


Cut-Throat : Perform 25 multiplayer finishing moves. : 30 


Defender : Successfully defend the evidence (as 25 
: Influenced) 10 times in crime scene mode. : 


Just the Facts ; Successfully collect the evidence (as SCU) : 10 
: 10 times in crime scene mode. : 


Magellan : Play each multiplayer map 5 times. : 25 
MP Overachiever : Win a deathmatch game in which you’ve : 50 
: scored at least 15 kills, yet haven't died a 
: single time. : 
Punch-Drunk : Kill 10 players with fists only. : 10 
Restraint—Not : In crime scene mode, win as SCU without : 30 


: firing a shot; do this 10 times for the 
: achievement. 


Rush Champ ; In bum rush mode, when playing as : 25 
: Influenced, completely eliminate the SCU : 
: 5 times. : 
Serial Killer ; Kill 1,000 players in multiplayer. ; 50 
Sidekick : Assist in scanning evidence in crime scene : 10 
: mode. : 
SKX : Kill 9 different players who have achieved : 50 


: the Serial Killer achievement. 


4 Survivor King : In bum rush mode, when playingasthe : 30 
: SCU, survive the game 5 times. : 
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“an enormously promising title, 
combining the sandbox design 
of GTA with the battlefield action 
| of Dynasty Warriors, and i puutensity 
of God of War.” 
= -IGN 


Brutalize enemies with fire, | Turn the tide of battle with’ Battle armies of undead 
ice and lightning attacks. mythological creatures. ‘warriors in an open.world. 
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